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HIS MONTH’S COVER INQUEST GAMER 52 ¢ AUGUST 1999 


|| Which is hotter? The summer sun or Pokémon? If 
ou think it’s the sun, buy a fan. If you think it’s 
hose adorable pocket monsters, check out our 
Poké-mania’” feature on page 38 and our contest 


on page 98. 2 © es oe 
34 TOP 10 URZA’S DESTINY CARDS 

The greatest cards from Magic's newest set. 

By the IQ Gamer staff. 


38 POKE-MANIA 


A cartoon carnival of pokémon fun, strategy and trivia. 
By Rich Lipman, Jason Schneiderman and the IQ Gamer staff. 


48 CHEAP TRICKS 


How to scrounge up a killer Magic deck for $10 or less. fj 
By Jeremy Smith. 


58 STAR WARRIORS 


Allies and adversaries for gout Star Wars roleplaying campaign. 
By Paul Sudlow. 


“e 8 ISLANDS OF ADVENTURE 


Survive EverQuest with IQ Gamer's ultimate travel guide. 
By the JQ Gamer staff. 























When False Prophet is put into a 
| graveyard from play, remove all 
creatures from the game. 


/ 







“You lived for Serra’s love, Will you 


f 
| 
§ 
E 
not die for it?” E 










indo, Star Wars ™ & © Lucasfilm Ltd. EverQuest is ™ > S89 Studios. Magic: The Gather is a registered trademark of Wizards of the Coast, ADSD © TSR Inc. 
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30 COMING SOON Upcoming releases in the world of gaming | 
100 CARD STOCK Tracking trends in the gaming industry 


102 CCG PRICE GUIDE é : 
1 20 PLAVER’S GUIDE Spotlight on the Magic: Urza’s Destiny and Pokémon: Jungle 

138 AFTER HOURS a took behind the curtain a 
142 SHOWS, CONS & TOURNAMENTS 8 


144 SWAN SONG Our wacky take on the world of gaming 





74 KILLER DECKS Magic and Babylon 5 CCG tournament decks 

78 DECK BUILDING 1 01 Build a wall deck in five easy steps 

82 BASIC TRAINING Strategies for the Young Jedi CCG 

86 PLUGGED IN Tips and strategies for the hottest PC games, featuring Heroes of Might & Magic III 
92 LEGEN DS Original creations to enhance your roleplaying 

94 ON DECK Reviews of Dragonlance Classics; Star Wars: Episode I Podracer; Magic: Urza’s Destiny 





80 DEAD MAN’S HAND 


Rise to the challenge and win a box of Urza’s Destiny 


98 “GOTTA CATCH ‘EM ALL” POKEMON CONTEST 


Find all the pokémon in this issue and win a set of the Pokémon cce, ,, the cn expansion, 
a killer Japanese deck and a plethora of pocket monster prizes. 
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CHICKS 





Photo by Paul Schiraldi. 


DIG PIKACHU 


‘magine you're chowing down on 

a piece of German chocolate 
cake. The rich frosting clings to 
the roof of your mouth, and the 
moist cake glides down your 
throat. You reach for a refreshing 
drink to wash it down, taking a 
big swig of... clam juice? That’s 
kind of how we felt when the first 
wave of Pokémon cards showed up 
in our office last November. 

Here were these sickeningly cute 
beasties imported straight from 
Japan. We thought of Teletubbies, 
Beanie Babies and Tickle-me-Elmo. 
But Pokémon was the hottest card 
game Japan had ever seen. In two 
years, it sold over 400 million cards. 
400 million! And now that Wizards 
of the Coast was readying the release 
of the English translation of the 
game, we had no choice but to cover 
it. Would it be as popular in the States as it had overseas? God, we hoped not. 

We scoffed at the energy symbols that looked disturbingly like mana symbols, mus- 
ing at the irony that WotC had paid for the license to print this game. We chided the simple 
mechanics and laughed at names like “Squirtle” and “Magikarp.” We joked about chang- 
ing our name to “InQuest for Kids” and the potential for seizure-inducing hologram cards. 

However, when we finally we set aside our ridicule long enough to actually play the 
game, something amazing happened. We liked it. There was something captivating about 
this easy-to-learn game. It wasn’t just another Magic knockoff. Our Pokémon lunch breaks 
turned into two-hour affairs as we kept coming back for “just one more game.” 

And we soon discovered the most wondrous aspect of this game. Not only would our 
girlfriends and wives let us teach them how to play—they actually wanted to play, a far 
cry from trying to get them to play games like Rage and Vampire. 

So here we are eight months later and Pokémon is hotter than ever. And despite our 
jabs and laughter, its presence in these pages has become prominent. If you haven't tried 
Pokémon yet, you're missing out. Sure, it doesn’t have the strategic depth of Magic, but 
it also doesn’t have timing conflicts, errata or banned cards. Laugh if you want, but I’m 
sure glad I have all those extra First Edition Charizards. 


| POKEJEFF LUW We laughed at first, 
but the little tyke grows on ya. 


Jeff Hannes, Games Editor 
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LETTERS TO THE EDITOR 


BLIND BRANDON... 
SB WINNY & MYRON... 

















































ple of : mee watching his lifeless carcass swirl — the owl. But tm 


dumb, don’t you think? 


. happy to say t that it’s never that boring here at 1a Ha. People are always 
writing interesting letters. People like Bart Munroe, from what looks in very — i 
: messy handwriting to be “Hooterville, Ky.,” who said simply: “You eee ne 
Kinda rude, don’t you think? 
Then there was the guy who pleaded for two paragraphs about bow his : 
: life-tong dream. was to get his letter published in 1Q@ Gamer and how he’d do 
anything to fulfill this dream. hee) he signed his letter “Anonymous.” Kinda 


My favorite was the kid who ioe dialing 1 {800} IT-SUCKS to order an 


Urza’s Legacy Scrapheap card as mentioned in 1GG #48 but couldn’t get 
through. He wrote us to ask if we had another number. Kinda clueless, don't — 


you think? 


TOO MUCH TIME ON 
HIS HANDS 

If I had a Sliver Queen, Ashnod’s Altar, 
Coat Of Arms, Crystalline Sliver, Horned 
Sliver, Heart Sliver, Victual Sliver and a 
Heart Stone in play, and I paid two mana 
for two 7/7 slivers, then sacrificed them to 
Ashnod's Altar for four mana then got four 
9/9 slivers and kept doing this till I had 
several billion billion/billion slivers, then 
sacrificed one million to Ashnod’s Altar to 
pay the cost of using the Victual Sliver’s 
life-gaining ability and sacrificed 2 mil- 
lion to him so I was at 4,000,020 life, then 
immediately attacked with 5 million of 
them using the Heart Sliver’s haste ability, 
is there any way for my opponent to win? 

Jeremy Binghamville 
Kosciusko, Miss. 


Yes. Under these exact circum- 
stances, the DCI has ruled that your 
opponent may strike you repeatedly 
over the head with a mallet, drop an 
anvil on you, then tie your limp body 
to a large firecracker and send you 
into orbit. 


FLAVOR FAVOR 

Can you find out about the quotes on Magic 
cards, like “Some knights will not follow 
orders, only disorder.” Who writes them? 
Who edits them? And who judges them 
fit for a certain Magic card? 





Also, is it okay to think oneself a divine 
deity? 
Shane Montello 
Marlow, Okla. 


According to Wizards of the Coast 
spokespoobah Kristine Szarkowitz: 
“Flavor text is written by a team of 
six to 12 authors (depending on the 
size of the set) who are each given 
the new cards’ rules and all the story 
information. Their submissions are 
reviewed and edited by a selection 
team that includes reps from Magic 
Continuity, Editing, Rules RED and 
Book Publishing. The Continuity 
Department drives the process and is 
technically the final judge of what fits 
and what doesn’t, though each of the 
departments mentioned (along with 
Magic Brand Management) also have 
a say.” 


It’s not okay to think of yourself as 
a god, unless you have god-like pow- 
ers. Do powerbolts shoot from your 
fingers? Do energy beams emanate 
from your eyes? If so, then you can 
call yourself divine. Thunder and light- 
ning shooting out of your butt after 
lunch at Taco Bell doesn’t cut it. 


THE TRUTH ABOUT 
SPELLFIRE 


In almost every issue, you seem to slam 


ANDY oe 











for comedy. Your col umn ¢ 













Spellfire. I don’t mean to defend the idiots 
who play the game, but what's wrong with 
it? I don’t want to start playing or any- 
thing, I just want a little information. 
Shane Vaiskauskas 
Jonesboro, Ga. 















If you want infor- 
mation,maybe a 
better place to 
A start is with 
what's right with 
it. So | tracked 
down Tony Novello, 
a hardcore Spellfan, 
and former Spellfire 
world champion, on why he 
likes such a crappy game: “There are 
many, many reasons | like Spellfire. Here 
are the two major ones: ‘It's a building 
game. The object is to build your empire, 
rather than kill your opponent; this makes 
the game much more friendly than any 
other CCG. People just have fun rather 
than getting that persecution feeling that 
comes from being destroyed by a total 
stranger. Second, Spellfire is a group 
game. It was designed to be played with 
at least three players, and plays won- 
derfully with six or more. Every player 
plays until the game is over, no one is 
eliminated. This makes it a great game 
for families or for a gaming group.” 
So you could say Spellfire players like 
to do it in groups with their friends 
and families. 


FOILED! AND 
LIKING IT 
You gave a thumbs down to the foil cards 
now being used in new Magic expansions. 
I thought the concept was ridiculous, but 
if I can buy an entire box of boosters and 
make back 90% of what I spent by selling 
the six foils—one rare, two uncommons, 
three commons— that came in it, that 
means I've gotten practically an entire box 
of boosters for nothing. I find it hard to 
knock the concept now. Hey, WotC! Thanks 
for making it possible to continue to keep 
up in the current environment for free! 
William Angus 
via e-mail 


They also make better donut holders. 
Regular cards soak up the yummy 





grease, but foil cards keep donuts 
fresh and moist all day. 


ERROR, FAIL, RETRY? 
Maniacs! You screwed it up! What have 
you done? You took your perfectly won- 
derful magazine and ruined it! It was great. 
Tt was excellent. It had everything about 
CCGs and RPGs I was interested in, then you 
made it all computer games! Computer 
games suck! They have very little strategy, 
require absolutely no imagination and are 
too expensive. The graphics are mediocre 
and the storylines are dumb as my drop- 
pings! A computer game cannot compare 
to staying up with your buddies till 3 a.m., 
battling the evils of the universe. They don’t 
come close to the simple pleasure of shuf- 
fling a trusty deck of cards on the battlefield 
of a local tournament table. The compan- 
ionship of a good friend always beats the 
busy signal of a modem and the zero char- 
acter development of online “RPGs.” 
Computers are not the future of gaming, 
they are a different category. 
Jonathan Watry 
Mahtomedi, Minn. 


Jonathan, you overreacteth. Intro- 
ducing a dozen pages of computer 
coverage into InQuest is not making 
it “all computer games.” The sad fact 
of gaming is that many of us just don’t 
have buddies who'll stay up until 3 
a.m., battling the evils of the universe 
with us, so we have to settle for com- 
puter games. They’re getting 
“smarter” and are a part of the gam- 
ing hobby for many of us and sa 
belong in these pages. 


CASPIAN CAPERS 
I currently live in Baku, Azerbaijan. It’s 
on the Caspian Sea. I have been living here 
for almost a year, and it’s really boring. 
They don’t sell any card games. I play Star 
Wars, Star Trek and Magic. Most of the peo- 
ple here haven't even heard of CCGs or 
RPGs. All they do is sit around and drink 
tea, talk in Russian or Azeri and play domi- 
nos. It really sucks. 
Scott Starnes 
Baku, Azerbaijan 


Can’t you get any of the locals 
interested in Magic? My advice is 
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Currently, we have no plans to use 
sports figures as spokespeople. Our 
marketing targets young urban males 
hiro ecoy Suche noeanes a= fe: h0p 
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to start out by telling them 
“this game Is just like dominos, except 
. then tell them the rules to your 
favorite CCG. 


PLAYING SOLO 
I'm responding to your request for stories 
about couples getting together while 
playing Magic. I dunno if this counts, but 
sometimes when I’m watching “Baywatch,” 
I get this bizarre urge to play Magic 
by myself. 
Brandon Isaacs 
Marysville, Wash. 


ft depends. Whom exactly are you “get- 
ting together” with during these 
sessions? Mir. Hand? 


SPECIAL DELIVERY 
I noticed you kinda ran out of chick letters 
last month in your all-chick letters section. 
So I decided to send you some few words. I 
am proud to be a chick player! I’ve been 
playing RPGs since the 7th grade which 
makes it about... erm...16 or 17 years now. 
T've been playing Magic since Ice Age. Where 
am I going with this, you wonder? Well, not 
only am I a chick player, but I am a preg- 
nant chick player! My due date coincides 
with the Urza’s Destiny prerelease! It really 
bums me out that not only will I miss the 
tournament but so will my husband, as he’s 
my ride to the hospital when the time 
comes. Man, I haven't missed a prerelease 
since Visions. Wah! 

Sara Camarata 

Landover, Md. 


Just curious, was your hubby catching 
a “Baywatch” rerun about nine months 
ago? And can’t someone else take you 
to the hospital? It’s a shame for you 
both to miss it. 


PEEPING MYRON 
Miss Cara Mapes (“InQuisition,” IQG 49), I 
would like to point out that quite a few 
Magic players out there aren't the unlucky- 
at-love-sex-depraved-gets-turned-down-by-o 
ther-gamers stereotypes that we all see in 
our minds when we picture a flopper or 
chucker. Some of them have girlfriends. Oth- 
ers are capable of concentrating on more 
than one thing at a time. 

I, however, happen to be one of those 














unlucky-at-love-sex-depraved-gets-turned- 
down-by-other-gamers stereotypes that we 
all see in our minds when we picture a flop- 
per or chucker. I promise if you use that 
“low-cut blouse deck” Ill let you beat my 
knight deck. 

Myron Taslov 

Beaufort, Mo. 


Sorry to hear about the sad state of 
your love life. A little advice though: 
Stay away from Brandon when he’s 
got “Baywatch” on. 


POKE BLOWS 
I'm glad you gave Star Trek its due in the 
“Killer Decks 2” in issue #49. But Pokémon? 
I read the rule book in an Arena League 
shop, and it plays almost like Magic. Plus, it's 
stupid. It’s like “Oh, God there's a pokémon 
after me!!! I better step on it!!” A 13-year- 
old I know is obsessed with it. He sits in 
class and says “Go, Charmander, go!” I get 
very frightened. Do you know of anything 
that will help him? 

David Torrey 

via e-mail 


Short of a full frontal lobotomy, noth- 
ing comes to mind. A 13-year old should 
not be saying “Charmander” in public 
unless he wants to be ruthlessly 
ridiculed. Same goes for saying Ponyta 
and—especially—Squirtle. Weedle is 
okay though. 


THRULLING TALES 

1) What place did my all time favorite Magic 
race, the Thrulls, get in the “Blood Bowl” in 
issue #48? 

2) How come Boba Fett With Blaster Rifle 
didn’t get number two in “The Emperor's 
Hand” in issue #49? I mean, sure his deploy 
is one more and his forfeit is one less, and 
he can’t fly, but... [nonsense deleted] 

3) And lastly, I don’t know any female 
gamers in Miami. The only ones that I have 
met that even came close were a few girls 
that collect “Sailor Moon” cards, and I don’t 
know if that counts. 

Michael Cohen 
Miami, Fla. 


1) The Thrulls came in 44th. 
2) Han won because Boba’s “deploy is 
one more and his forfeit is one less, 








































Like the Sliver Queen in “Blood Bowl,” 
I smell a rat. How can we be sure the 
grades and ratings you pass out are fair 
and unbiased? 





of the almighty Charizard! Mwa, ha, ha, ha... 
“Prof. Oak” 
Tokyo, Japan 





and he can’t fly...” Duh. 

3) Michael, shame on you for even 
asking. Of course “Sailor Moon” cards 
don’t count. How could cards with 
silly Japanese cartoons and a comic 
book storyline possibly be considered 
real games? 


Timothy Shanahan 
via e-mail 


Is it just my imagination or are many 
Pokémon names just two ordinary 
words put together? Charcoal Lizard 
(Charizard); War Turtle (Wartortle); 
Magic Carp (Magikarp); Nid and Vinny 
Barbarino (Nidorino). 


C’mon Timothy, you think the upright, 
churchgoing, clean-living gang at 1QG 
would fib? Do we ever fib? “The Top 10 
Monster Decks” are the result of the 
“Blood Bowl” playoff, so naturally 
they're the same. 


CHARIZARD TOASTS 
SHIVAN 

Iam a follower of Magic (big ominous music 
in the background) and Pokémon (thunder 
& lightning). No matter how much I argue 
that Pokémon will not go out of style any- 
time soon, those less resistant to my 
persuasion will not agree. 

I don't think that there'd be a Pokémon 
airline if they didn’t plan on Pokémon being 
around for a short time, It’s earned over $4 
billion on the cards alone! So to those stub- 
born-as-hell cardfloppers out there, who are 
still convinced Pokémon is just a fad, I say 
be prepared to have your Shivan Dragons 
toasted ‘by the awesome and eternal power 


INQUEST 
PREJUDICED? 

I have noticed a very disturbing trend in 
InQuest Gamer ’s beliefs. When I read IQG's 
“Top 10 Monster Theme Decks,” humans 
came in at number one. Then when I read 
“Blood Bowl” in InQuest Gamer, Humans 
came in first place again! It seems to me 
that you guys at JQ are a bunch of human 
supremacists—an odd attitude to take from 
a magazine being published by the.same 
guys who run Wizard: The Comics Magazine, 
and who, of course, read X-Men. 


FREE FOILS 
InQuest readers rule! As a thank you for 
making us all rich, we'd like to pass along a 
special account code to get free foil cards 
just by asking. Thanks again, we love you. 
WotC Executives 
Renton, Wash, 





Wow! Cool. 





But enough about that. As | look down 
| the page, I can see that little purple 
dingle ball that marks the end of 
another “InQuisition” approaching. | 
gotta type fast because | want to tell 
| you how to get these unlimited free 
| Magic foil cards. It’s easy. Just call 
WotC and tell them that you're special 
account holder number 14B1X27€,F 
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E3 SHOWS OFF 50+ NEW SCI-FI 
AND FANTASY GAMES 





5 Newest crop of computer 


games have 


4 So INQUESTGAMERS2 


something for every taste 


ee! 





What’s happening : 
in the world of gaming... 





44 ustin Powers” fembots, a real-life Q*Bert and a 20- 
foot inflatable Lara Croft. Only at E3— the annual 
Electronic Entertainment Expo. 

It’s where hundreds of video and computer game companies 
meet to display their latest wares. The show went Hollywood this 
year, invading the Los Angeles Convention Center with a bevy 
of flashing lights and ample booth babes. There was even a sur- 
prise appearance by the members of Hanson. Go figure. And of 
course, there were games—lots of games. 

e Asheron’s Call. Published by Microsoft, due at Christmas. 
Look out Ultima Online and EverQuest. The next big online role- 
playing game is gearing up for a holiday release. The beautiful 
landscape of Asheron's Call was on display with the beta test 
up and running. Even at this early stage, the game has many 
impressive features, including a skill-based character creation 
system that lets you fully customize your facial features and 
clothing so that no two newbies look alike. The game sports an 
overview map to help you navigate, and none of the continent's 
500 virtual miles of real estate are separated by zones that 
require loading times. 

e EverQuest Expansion. From 989 Studios early next year. 
The first add-on for EverQuest introduces a whole new conti- 
nent and a brand new race to the mix. The lizard-like Iksar 
inhabit the southern lands of Kunark. The expansion will include 
many new zones and creatures, including leeches, giant scorpions 
and the stone-gazing cockatrice and it will expand the level 
cap to at least 75th level. 

© Noxx. Westwood Studios, November. While the developers 
of Diablo II have been slaving away, the folks over at Westwood 
Studios have been working on a hack-’n-slash dungeon crawl 
of their own. Spells play a major role; there are over 70 from 
which to choose, and they can be combined to form tactical 
strategy, a concept inspired by Magic: The Gathering. The abil- 
ity to set traps—including those that teleport your foes into 
creature-infested cages—and a true visibility system that lets 
you ambush your opponents by hiding around the corner promise 
to make Noxx an awesome multiplayer experience. ; 

e Star Trek Voyager: Elite Forces. Activision, late fall. 
“Star Trek” bursts into the 3D shooter genre with a slick game 
based on the Quake III engine. The missions in Elite Forces put 
you in a variety of familiar locales, including the starship Voy- 
ager and a Borg cube. Watch as fellow crewmen are assimilated 
by the Borg or the alien species 8472 bears down on your away 
team. All the main characters are present, with amazingly ren- 
dered faces and voices supplied by the actors. Best of all, you 
get to blow away Janeway in holodeck deathmatch mode! 

© Star Trek: Armada. Grab the reins of a Federation, Klin- 






All images ™ & © their respective companies: 










gon, Romulan or Borg fleet in this real-time strategy game based 
on the Star Trek: Next Generation universe. Patrick Stewart, 
Michael Dorn and Denise Crosby narrate the continuous 26-mis- 
sion storyline that gives a stab at each of the sides. Multiplayer 


games feature a cinematic mode which allows outside observers : 


to watch the battle unfold. 


° Orcs: Revenge of the Ancients. Sierra Studios, November. : 


It’s Sim-Orc! Set in Tolkien’s Middle-earth, you are a comman- 


der in Sauron’s army. Your mission? Recruit and train four orcs : 
to send into battle and other not-so-covert missions. You can give : 
your troops orders in combat, but how well they do ultimately i 
depends on the quality of your training. You can also send i 
your trained orcs to battle your friends over the net, a la : 


pokémon battles. 


Crusaders of Might and Magic. 3D0, late fall. The popu- : 
lar Might & Magic franchise enters a new genre with this i 
third-person action game. This Tomb Raider-esque combat ver- 5 
sion will include a wide yrange of magical spells, weapons and : 
skills and the level-based character advancement familiar to the : 


other two series of M&M games. 


e Amen: The Awakening. Cavedog, late fall. This 3D shooter : 
featured some of the most impressive graphics at the show, and : 
in this day, that’s saying something. Between the smooth game- : 
play, involving mystery—just why are random people turning i 
insane on the eve of the millennium?—and painstakingly detailed : 


backdrops, Amen could be the next Half-life. 


e Dungeon Keeper II. Electronic Arts, fall. This sequel adds i 
a wealth of detail to the original. You can zoom in and control : 
individual units, operate through their eyes, give your units : 
specific instructions and set up guard stations. The original had : 
a great concept but lacked the execution; DK II looks to be : 


everything the first game should have been and more. 


© Half-life: Opposing Force. Sierra Studios, December. This i 
expansion puts you in the role of a soldier in a storyline that : 
overlaps the conclusion of the original game. New weapons, new : 


aliens and plenty of stuff to shoot. 
e Indiana Jones and the Infernal Machine. LucasArts, 


August. Tomb Raider the way it was meant to be. Direct Indy i 
through a race against the Russians in this third-person 3D : 


action/adventure game. The beautiful environments send you rac- 


"1st Look Magic: 
Mercadian 
Masques. 


STAR TREK INVASION Eight games 
based on the fanchise are due 
this year. Screen shot from Star 
Trek: Armada. 


ing through tunnels in mine carts 
: and leaping off tropical waterfalls. 
® Oni. Bungie, fall. Quake meets 
: anime in this 3D shooter from the 
makers of Marathon and Myth Il. Oni 
boasts one of the smoothest fighting 
systems we've seen, blending 
martial arts and firearms in an 
; incredibly fluid interface. The 
: AI, which has opponents adapt to 
your fighting tactics, is equally 
impressive. 

e Pokémon Stadium. Nin- 
tendo, October, The poké-craze 
works its way to the N64. Battle 
: with any of the 150 pokémon in 
arena-style combat. With a special 
adapter you can upload your Game- 
boy poké-projects to the N64 and 
vice-versa. 

° Magic: The Gathering, Gold 
: Edition. Microprose, late fall. This 
complete package includes everything 
from the original computer game and 
its two expansions plus over 80 new 
cards from Legends and The Dark. 
New features include gold cards and 
in the 
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Archmage Addicts 
Thousands. 


PAGE 22. — 






Magic Junior | 
Championships. 
PAGE 28. 


PLUS: 


ia sideboard option 
deck-builder. 

And these are just the tip of 
the iceberg. Most of the 50+ sci-fi 
i and fantasy PC titles displayed at 
: E3 are due for release by the end of 
the year. It’s time to start work- 
: ing on those Christmas lists! 
? Ml Jeff Hannes 
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Diablo, o, Starcraft Meet AD&D 






> ackwards, that’s what it t is. 





j-=@, It’s not unusual for traditional pen and paper roleplay- : 
w= ing games to become computer games. But Wizards of i 
the Coast-owned TSR Inc. is going the other way with the : 
megahit computer games Diablo and Starcraft from Blizzard : 
Entertainment. It’s going to take these worlds and introduce : 
paper-and-dice-based roleplaying games using the Advanced : 
Dungeons and Dragons (AD&D) rules. : 

Diablo is up first. After the fast-play introductory game is : 
released, a D&D/Diablo adventure game boxed set designed by : 
D&D heavyweights Bill Slavicsek and Jeff Grubb will follow i 
before the end of the year. If all goes well, early 2000 will see : 
a 128-page adventure module. Mike Selinker, the current line- : 
developer for TSR’s Marvel Super Heroes Adventure Game, and : 
Bruce Cordel have been picked to write the Diablo : 
core adventure. : 

Starcraft, once of the most popular computer games ever, 
having sold more than 1.7 million copies, will also be devel- : 
oped into a fast-play RPG and adventure game boxed set but will : 
use TSR’s Alternity science fiction roleplaying system/setting. : 
David Eckelberry and Bill Slavicsek will write the Starcraft mate- : | 
rial. According to Jenny Bendell from TSR public relations, : 
“Blizzard Entertainment will provide the raw material for the i 
story arcs for TSR’s designers to base the paper RPG material on. 
They also have final aka on orks! we create.” 







ears. 
Unless 


and are 


sellers 





(Temeplahr) 

41. A knight of a religious order established in 
the early 12th Century in Jerusalem that pro- 
tected pilgrims and guarded Christendom’s holiest 
churches. 2. Capashen Templar: White Urza’s 
Destiny 2/2 creature that gains +0/+1 per white 
mana pumped into it. 3. Lar holding a job until 
someone permanent can be found. @ 
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available for a suggested 
retail of just $9.90. 

Titles range from best- 
like 
Dungeon Master's Guide and 
Unearthed Arcana to less 
popular books like Oriental 
Adventures 
Wilderness Survival Guide. 

Reprints contain all the 
same material and they 
should be on store shelves as 
you read this. HM A\/. Socers 





HOT MOMMA Diablo is coming to an ADSD campaign near you. 


And no, there are no plans for a Warcraft-based RPG at this 


: time. Ml IVR. Goode 


Classic AD&D 
Books Are Back 


f you saw a new AD&D roleplaying sourcebook at your local store for 
10 bucks, odds are you'd have entered a time warp and gone back 20 





said book was one of the new paperback reprints of the 


old AD&D classics. Thirteen of these blasts from the past—the ones 
every roleplayer over 15 
knows and loves—have been 
reformatted into paperbacks ! 




















being made 


DUNGEON MASTERS 
GUIDE 


the AD&D 


and the 


BACK IN PAPERBACK 











Become An Archmage 


































MARI Telecom. 


power among the mages in the realm. 


ioned combat. 


a character name; pick a magic color as 


makes you reenter all of your information— 
and you're in the game. 


ARCHITECT? Building your king- 
dom in Archmage is easier if you 
use maa 


system. The game credits you with one “turn” 
every five or 10 minutes of real time, depending 


t's fun, free and challenging enough to play : 
all night—except that its cleverly designed : 
turn system prevents you from completely : 
addicting yourself. What is this mystery game? : 
It’s Archmage, a web-based, massively multi- 
player game from Korean game developer ; 
: and conquest in Archmage is fun and challenging, 
In Archmage, you take the role of a mage : 
who’s recently been brought back from wher- 
ever it is that expired mages go. You return } 
to take the helm of a small, undeveloped : 
country. Your goal is to take a position of : 
% i EverQuest. It's mostly text-based and requires 
Accomplishing that takes a combination : 
of exploration, development, military : 
recruiting, diplomacy and good, old-fash- 
i your stuff. Whenever a player chooses to go to 
Joining the game is easy. Go to: 
www.magewar.com/archmage; come up with : 
can wreck many hours of building, but since the 
explained in the introductory player informa- : 
| tion; type in some demographic information : 
) and an account password—making sure it i 
includes both letters and numbers, or the game 
i so they don't charge to play. Instead, MARI Tele- 
:com makes money by selling banner 
Archmage uses a unique turn-based action : 
Archmage has proven so popular that the com- 
? pany has already licensed a pen 2 and paper 
on the which server you join. The turns accu- : 





mulate in your account as time passes. Each action 
in the game—building towns, recruiting soldiers, 
researching spells and so on—takes a certain 
number of turns. When you're out of turns, it’s 
time for a break. 

Building your kingdom through construction 


though new players should spend time in the 
Library of Terra—commonly known as the Help 
files—to get a feel for the buildings, combat units 
and spell types. 

Archmage is not a 3D graphical game like 


shrewd building and resource managment skills 
to play well. Once you've built up a small 
kingdom, other players can attack you and take 


war he’s given a list of players with similar 
power levels that he may attack. Losing a war 


game’s free to play, it hasn't cost you anything. 
Why is this game free? Company 


spokeswoman Mary Min says that the game was 
“created by game maniacs for game maniacs,” 


advertisements on the game’s various pages. 


roleplaying game based on it. me 7 Kaufeld 


BLAST FROM THE PAST « LOOK AT QUR FAVORITE CLASSIC GAMES 


NAME: The Awful Green Things From Outer Space - 
ORIGIN: First edition was included with TSR’s Drag 
issue #28, 1980; An immediate hit, TSR upgraded the ompo- 
nents and sold the game separately the following yea Steve — 
Jackson Games acquired the rights and es it in 1988. 
TYE: Board game : 
CONCEPT: The alien crew of the spacestin Znuter bangs abos rd a 


weird green rock which turns out to be an “Awful Green Thing.” - 


The AGT immediately starts hunting the crew and laying eggs, 


which hatch into more AGTs. It’s your job as a crew member to 


scramble around and kill the AGTs with weapons like welding 
torches, fire extinguishers, pool cues and cans of rocket fuel. : 

LEGACY: Part “Aliens”-style bughunt, part wargame and part car 
toon, Awful Green Things was so simple you could teach it to - - 
your grandma... And she’d like it! Because it was also lots of _ 
wacky fun. The randomized weapon effects meant battles often 
turned into Three Stooges routines. The ee gan e for get : 
ting your non-gaming friends hooked. —_ : _ 

THMIE FRAME: The year Auful Green Things first appeared, ‘The 
Empire Strikes Back” was filling movie theaters, AC/DC 
released “Back in Black” and Mount elens blew its top a 
Washington State. BM Charlene Brusso __ 


a= 


INQUESTGAMERS2 











JURY BOX naissance 


SPECIAL “BOYS OF SUMMER” EDITION 









Magic Rer 







of Gerrard a his flying ship the Weatherlight, he’s return- 
wis ws ing in the next major Magic expansion due for release 
i fall. 

This new 300+ card set will be titled Mercadian Masques (MM) 
and, as in the past, is the first of a new three-set story arc. The 
story picks up after the Weatherlight crew escapes from Rath at 
the end of the Tempest-Stronghold-Exodus story arc. They now 
find themselves in a place called Mercadia, a strange land where 
everything is for sale and nothing is truly as it seems. Judging 
from the preview art, MM looks to draw its inspiration from the 
Italian renaissance. The story has Gerrard and company battling 
bizarre landscapes, mercenary monsters and hidden traitors in 
order to return home. 

From a rules standpoint the set looks to be business as usual 
for Magic expansions. MM will include new creature mechanics to 
replace the well received cycling and echo of the Urza cycle. MM 
“will re-explore a very popular mechanic from the past,” 
according to WotC representative Kristine Szarkowitz. Rumor has 
it that one of the new mechanics will be called “mercenary” and 
will allow your opponent to spend mana to bribe creatures over 
to his or her side 





Just when 


: ou thought Magic eee couldn’t — 
jet iE epy lamer. : 


DRAGIN’ FLY Cloud Sprite is one of the new crea- 
tures the weatherlight crew will encounter. 





Collectors will be happy to hear that, for the first time, foil- 
: stamped basic lands will be randomly inserted into packs. 
ae = = es Currently the only way to get foil Urza’s Saga lands is from the 
acs = : = Arena league. Since lands are more common than any other card, 
they will have the most foil equivalents printed. 
For tournament players, MM is an ending as well as a 
beginning. When the set becomes DCI legal on November ist, 
PA i > 9 Seek and ye shall find. tournament players will have to kiss their Rath Cycle cards good- 
That's wibae Kyle Faust, from 1 Wakefield, Rhode Island, bye. That's because MM will bump the so-called Rath Cycle— 
did. And for his effort Urza granted him a complete foil Tempest, Stronghold and Exodus sets—out of the Standard 
set of Magic: Urza’s Legacy. Yes, we are all jealous. environment. How will the loss of over 600 cards affect 
gameplay? “The Rath Cycle was very aggressive with many fast 
cards,” Szarkowitz said. “Mercadian Masques should return us to a 
=AD MAN'S ND: MATCH MADE IN HEAVE! tournament scene where the majority of games do not end by 
Dominic Ukpo from Cambridge, England, knows how to turn four.” 





make a love connection. He helped Eugene win Lula’s Your first opportunity to see MM cards will be prerelease 
heart and thereby won himself a box of Urza’s Saga tournaments held in late September. Tournament packs and 
boosters. Blimey! @ boosters should appear in stores starting Grune 4th. 


i Collin Jackson 


24 INQUESTGAMERS2 








Picneer 


Come find lain at: 
Www. pioneer 


1on.com 


SUNCOAST 


MOTION PICTURE COMPANY 
WE KNOW MOVIES 


RS 
S. 
S386: 


CONSUMERS FOR MORE INFORMATION, SEE OUR WEBSITE 
WAP, ATH 4, OR CALL 800-421-1621. 
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Planescape Goes PC 





Bes q 


his is the year of Torment. 
Teves sound like fun, but Interplay Productions and their subsidiary, Black Isle 
Studios—award-winning designers of Fallout, Fallout 2 and the best-yet AD&D 
computer experience, Baldur’s Gate—promise it will be. They are trying to repeat the 
huge success of their Forgotten Realms based Baldur's Gate (BG) with an elaborate 
title based on AD&D’s Planescape universe. 

Formed on the backbone of the same game engine used in BG, Bioware’s 
Infinity engine, Torment is another 2D isometric game that focuses more on 
beautiful and lush art than on dizzying polygon counts and 3D frame rates. The 
core mechanics are much the same as BG, but Torment also features many 
innovations. 

Torment’s project director, Guido Henkel, says of the obvious comparisons to 
BG, “The way I look at it, other than a code base, there are hardly any similarities 
between the games.” 

Rather than allow for a wide range of beginning characters, you will start with 
a single persona called the Nameless One. He’s immortal, powerful and able to 
“remember” how to do all sorts of things as the game progresses. Too bad he can’t 
remember who he knows and who knows him. According to one of the two main 
designers, Chris Avellone, “The biggest change for veteran RPGers is that death is 
now on ‘your’ side in this game. You play an immortal character, so don’t worry 
about reloading when your character bites it. It just advances the plot. Chances 
are, you might even gain something beneficial out of it.” 

“As far as the story and the people you meet are concerned, you can expect a 
strange assortment of companions, ones you've probably never encountered in a 
roleplaying game before. Your allies range from floating skulls, to opinionated 
inventory items, to insane geometric shapes, to puritan succubi. Each of them is 
extremely detailed, with their own agendas, and they play important roles in 
quests,” Avellone said. 

Colin McComb, the other main designer said: “We're sticking fairly close to 
the AD&D system. We're being faithful to Planescape’s rules.” This makes for a 
darker, more surreal game than BG. “There is lots of mature content. The themes 
regarding death, guilt and suffering in Torment are mature, but not in a graphic 
way,” he said. 

The designers decided to focus on the single player and his/her development 
rather than genericize the 
game mechanics and story to 
accommodate a multi-player 
experience. “We wanted to 
create an emotional experience 
for the player, and some of 
the mechanics we use to do it 
could not translate into a 
multiplayer game,” Avellone 
said. Look for Torment this 
August. Sean P. Fannon 


SHE DEVIL Puritan succubi and 
floating skulls are your friends 
in Torment. 




















Black are In the Magic Kingdom 






El CKS 
10 R CHAMPION 


ic 
RMI oF JU 





ity to empty an opponent's hand early in the game. That 

same fear struck players at the Junior Super Series (JSS) this 
past May, where single-color Necrodecks and Persecutes—the 
modern Mindtwist—were plentiful. 

The JSS Championships were held in Orlando, Florida, the 
home of Disney World, Memorial Day weekend. The winners 
would be declared the best under-18 players in Standard (Type 
2) format competition. In the 15-17 age category, 190 players 
competed; 125 players played in the 14 and under bracket. 
After one day of play, only 64 remained in each category. And 
by the third day, the field had been winnowed down to the top 
eight players in each group. 

Necropotence proved the most popular card at the 
tournament, with seven of the 16 decks played on the final day 
featuring this card-drawing enchantment. Yawgmoth’s Will— 


[: the early days of Magic, Mindtwist was feared for its abil- : 


which lets you cast cards from your graveyard—was in 11 of : 5 . 
i above; his strategy paid off, and he narrowly won. 


the final 16 decks. 

Necropotence was prevalent for good reason: Massive card- 
drawing equals massive power. Not surprisingly, the final 
match in the 15-17 category was between nearly identical 
Necropotence decks. Jeff Sluzinsky, 15 from Dearborn, 


$ JSS champs Aaron 
Hiemstra (left) and Jeff Sluzi 
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D 14-and-under Magic 
Champ nabs $10,000 scholar: 
crucial Necropotence. With such similar gees, Sluzinski elected 
to mulligan in the opening game, hopefully getting one of the 


The second game was a serious blowout after Sluzinski cast 
a second turn Persecute with the help of a Dark Ritual, forcing 
his opponent to discard all his black cards. The luckless 


: McArthur had no choice but to discard five cards, and he never 


Michigan, and Stephen McArthur, 16 from Austin, Texas, were i recovered. Sluzinsky eventually won the match 3-1 and scored 
both hoping they'd get a Duress or Persecute in their opening : a $10,000 scholarship. McArthur received a $7,500 scholarship. 


hands and thereby force their opponent to discard all the: . aie i i 
: intensive, with six mulligans taking place in four games. Aaron 


The finals of the 14 and under category were mulligan- 


Hiemstra, 14 from Crescent City, California, was forced to 
mulligan twice in both the first and second games, losing the 
first but coming back to win the second with his Sligh-type 
deck. Cursed Scroll, a cheap artifact that effectively deals 
damage to your opponent, allowed him to come back from the 


4 disadvantage of starting with fewer cards. His opponent, Mark 


Landers, 14 from Oviedo, Florida, also had trouble drawing 
some initial land to get his black weenie/Hatred deck going, 
and had to mulligan in the third and fourth games, losing 
both. Hiemstra and Landers also took home $10,000 and 
$7,500 scholarships, respectively. 

The event was held in Disney's Wide World of Sports 
Complex in Buena Vista, Florida, and all players who made the 
second day received at least a $1,000 college scholarship. 
lf Rick Moscatella 


Necrodecks dead in their tracks. 























































for apm 


ans of sealed deck Magic know that Worship— 
Fev says you can't go below one life if you 

control a creature—is an awesome card. Dustin 
Flora showed that it gets 
ven better when you team 
ith a Field Surgeon. 
Despite the overcast 
reather, $25 entrance fee 
nd 127 players, Dustin 
lora approached the 
rza’s Destiny prerelease 
ournament in New 
tleans with supreme 
onfidence. The top eight 
players at the end of the 
sealed deck competition 
-were to receive a box of 
F Destiny. “Before the 
/ tournament started, I 
said I was going to get a 
$25 DOK, of Unza-s, 
Destiny.” Seven undefeated rounds later, Flora 
proved his claim to be no empty boast. 

His winning deck contained such Urza’s Saga 
staples as Pestilence, Stroke Of Genius and the 
game-breaking Worship, but it also contained one 
critical card from the new expansion, Field 
Surgeon. “Field Surgeon is one of the best 
creatures in the set,” he said with certainty. Field 
Surgeon is something like the Samite Healer, in 
that it can tap to prevent a point of damage to a 
creature. While the Surgeon can only prevent 
damage to creatures, it lets you tap any creature 
to accomplish the damage prevention and it 
doesn’t have summoning sickness. Thus, his deck 
had a nearly unstoppable combo. “Between the 
Surgeon and Worship, nobody could kill me or my 
creatures!” BI Rick Moscatello 













untap] 3 
Prevent the next 1 damage to target 
ature this tum, 










Aotee guestio 





@2 TAP DOCTOR Turns every 
creature into a Samite 


Healer instantly. 





harlottesville, VA, USA 
RATING: 2046 


with a flourish: He won a dozen. local tournaments 
‘than edie a ee to get on. the oe oe 


says. This oe may be his last on ihe top 10, as his per : 
ance at Pro Tour New York was, in his own words, “too low 
to talk about.” 


: MAGIC UPDATES RULE CHANGES AND OTHER TECHNICALITIES 





BANNINGS 


ard, effective June Ist ‘99. 


Time Spiral is banned in Extended. 
Gaea’s Cradle, Serra’s Sanctum, Tolarian Academy and — 


Voltaic Key are banned i in Urza Block Constructed. 


ERRATA The errata fecued for the “frase” creatures 
(‘When <this permanent> comes into play, if you : 
*) applies to two additional 


played it from your hand... 
cards: Karmic Guide and sno 


Many cards have been subtly reworded to work under 
‘the new Classic Edition rules set. Here are several 


significant changes: 


ALABASTER DRAGON. Like Serra Avatar, this se is 


Mind Over Matter is banned i in Stan- 


shuffled in as a replacement and would never trigger 
an effect like Energy Field. 

BONE HARVEST, FORESHADOW. Instead of drawing 
at the beginning of the next upkeep, you draw a card 
immediately. 

BOSIUM STRIP. The spell card actually goes on the 
stack and is removed from the game when it resolves. 
With an effect like buyback, it’s possible to get the 
“spell back in your hand. 

FLASH. You can no Jonger play a really expensive 
creature and then just bury it. You need to pay the 
cost to get the creature into play. 

KAERVEK’S SPITE, WITHERING BOON. The additional 
costs of these spells have been moved to the resolu- 
tion step. If they're countered, you don’t have to pay 
those extra costs. 
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UPCOMING RELEASES IN THE WORLD OF GAMING 


Young Jedi CCG: The Jedi Council 


‘: Collectible Card Game 









TF: $10 per 60-card starter, $3 per 11-card booster 
: Decipher promises to answer gamers’ nagging 
questions with this follow-up to the smash Young Jedi: The 
Menace of Darth Maul release of May. With emphasis on the 
fact that this 140-card set is complete unto itself, the design- 
ers hope to involve new players from the get-go, without 
making them get bogged down searching for cards from the first 
set. However, those who invested in the initial release shouldn't 
despair; The Jedi Council will add to their strategies in a 
number of ways. 
New locations for old planets and systems will reshape the 
game to some extent into one where players actually want to go 
first in a battle. Opposite equivalents of sites already in the 
game—such as the Dark Side version of the Podrace Arena and 
the Light Side Mos Espa—will make some conflicts less one-sided. 
And what every “Star Wars” fan really wants to know— 
whether or not he’s a contender in the game for the rare foil 
cards or the epic confrontations—is whether we'll get to see 
all the Jedi from the council on Coruscant. The answer is a 
resounding “Yes!” Favorites such as the big, fat banana-headed 
Ki-Adi-Mundi to the lesser recognized Plo Koon will flush out 
the set... this beyond the fact that many characters from the 
first set will show up with new cards. Count on seeing a 
Coruscant version of Obi-Wan Kenobi which can take the place 
of the old Tatooine version if you should so choose. 
Besides the additional Jedi, there seems to be no lack of 
other new stuff to keep Force-stompers happy. A plethora of 
podracers will round out most of the remaining personali- 
ties, with many of them fighting for the Dark Side—which, @ 
by the way, also happens to acquire a boatload of battle @& 
droids to go head to head with the Jedi. And if you look ; 
closely, you may even find that annoying two-headed podrace 
announcer amongst your combatants. 
All in all, The Jedi Council is botha ame : 
Jedis galore appear in The 
great standalone set and a worthy SeaiConneiempansivn: 
supplement to its predecessor. 
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Miskatonic oe 
Antarctic Expedition Pack 


GATEGORY: Roleplaying Game Supplement 

FROM: Chaosium Games 

RELEASE: August 

COST: $14.95 

THE GIST: The big Call of Cthulhu release for the 
summer is Beyond the Mountains of Madness, and this 
package of handouts, letters, news clippings and tons of 
other goodies is meant to make your journey to the 
frozen wastes the most engrossing and terrifying experience ever. 
The Keeper gets some major material here, including a GM's screen 
and important maps. Of special note is the long-missing 10,000- 
word conclusion to Edgar Allan Poe’s “The Narrative of Arthur 
Gordon Pym.” Is it real, and what does it have to do with the 
evils lurking under your bed? And for those souvenir-hunting 
tourists—a patch and a bumper sticker that says “I Survived the 
Mountains of Madness!” are also included. 


Planets of the Federation | 
CATEGORY: Roleplaying Game Supplement 

FROM: Last Unicorn Games 

RELEASE: July 

COST: $20.00 

THE GIST: This is a magical mystery tour of truly 
cosmic proportions. From the fiery Vulcan landscapes to the steppe 
cities of Alpha Centauri, almost every planet made famous in “Star 
Trek” is given the once-over here. A must-have sourcebook for any 
serious Star Trek campaign, you'll learn much more than you ever 
saw on the small or big screen about the worlds of Tellar, Earth, 
Andoria and many more. Also included are colonies, outposts and 
many of the neutral systems. But what every fan really wants to 
know is how they actually manage to make Risa the pleasure 
planet without the overpopulation problem? 





Rage Across the Heavens 
CATEGORY: Roleplaying Game Supplement 

FROWN: white Wolf Studios 

RELEASE: August 

GOST: $19.95 

THE GIST: Has anyone else noticed that White Wolf 
seems about ready to blow the World of Darkness to smithereens? 
Gehenna looks about ready to pop for the vampires, and now 
the Year of Reckoning is on the Garou like stink on a dungheap. 
Prophesies abound, and terror fills the Umbra as the Orb of 
the Wyrm opens in the skies and some of those prophecies 
come true. Full of celestial and Umbral information, as well 
as heaven-driven new gifts and rites, this book gives you a Garou 
campaign that shakes the actual Pillars of Heaven... with your 
characters at the center. 





Rifts Canada Sourcebook 
GATEGORY: Roleplaying Game Supplement 

FROM: Palladium Books 

RELEASE: July 

COST: $20.95 

THE GIST: Take off to the Great White North, eh? The vast, 
beautiful lands of the red maple leaf do not go unscathed, and 








this book contains a 
complete overview of 

the northern provinces. ff 
Secret survival tips for 
wilderness environ- 
ments, revelations 
about such groups as ff 
the Tundra Rangers 
and a mountieload of 
new monsters, weapons ff 
and vehicles fully flesh jj 
out the day-to-day fi 
country of Canada. Go 
north, my friends, and 
see the wonders of a |} 
land much larger than f) 
our own. 


Sea of 
Fallen Stars 


CATEGORY: Roleplaying Game Supplement 

FROMM: TSR 

RELEASE: August 

COST: $24.95 

THE GIST: What was little more than a trade route 
and source of food is now a realm unto its own. The latest cam- 
paign expansion for AD&D’s Forgotten Realms introduces 
the undersea lands of Faerun as a massive, alien world 
with its own ways and its own glorious adventures. Rules 
are presented for taking existing landlubber characters into 
the depths of the sea, or you can start a whole new campaign 
featuring characters from races native to the deep blue. Every 
effort has been made to create interesting rules that don’t feel like 
a different game... But any way you roll it, drowning still sucks. 











Silver Anniversary AD&D 
Collector’s Boxed Set 


CATEGORY: Roleplaying Game Supplement 

FROM: TSR 

RELEASE: August 

COST: $59.95 

THE GIST: What a cool way to celebrate an anniversary. Six 
classic First Edition adventures are presented here, 
including The Keep on the Borderlands, the “Against the 
Giants” series, Ravenloft and White Plume Mountain. There’s also 
the “lost adventure” of Dwarven Delve. And if that weren't 
enough—the actual Dungeons & Dragons rulebook is reprinted! 
Man, talk about stepping into the wayback machine! Plus, you 
also get a complete history of AD&D, including a retrospective 
essay from Dungeon Master Prime himself, Gary Gygax. Finally, a 
suitable-for-framing print from longtime AD&D pro Jeff Easley is 
yours right out of the box. Even if you only pretend to like AD&D, 
you'can’t pass this by. 





Star Trek: Star Fleet Command 
CATEGORY: Computer Strategy Game 

FROW: Interplay Productions 

RELEASE: August 

COST: $44.95 

1 


AUGUST139399 





THE GIST: Warp speed! Fire photon torpedoes! Lock on trac- 
tor beam! And, hey, get me some of that raktajino while your at 
it... Climb into a captain’s chair for a fully strategic gaming 
experience set in the “Star Trek” universe. Based on the detailed 
and expansive rules of the classic Star Fleet Battles, the game 
comes alive on the PC. Choosing from the United Federation of 
Planets, Klingon Empire, Romulan Star Empire, Orion Pirates, Lyran 
Empire, Hydran Kingdom and the Gorn, you can play single player 
campaigns or just skirmish. Plus, there’s multiplayer 
play, bound to keep many fans up for endless nights torpedoing 
helpless shuttlecrafts. 


Thunder’s Edge 
CATEGORY: Board Game 
FROM: Fantasy Flight Games 
RELEASE: July 

COST: $49.95 

THE GIST: Like space, this game is big. Using the hex-tile 
based gameplay of Twilight Imperium and Battlemist, 
this game provides strategic, tactical and political 
gameplay on a huge scale. “The Thunder,” 
a vast nebula on the edge of a gateway for 
humanity's expansion, is the center of 
conflict as various factions vie for 
control of Thunder's Edge, a small colony 
outpost that is the sole linchpin to 
the region. Players vie for economic, 
political and military control, recruiting 
war machines to do battle even as 
they try to control the Senate and 
shipping lanes. More than simple smash- 
and-grab, this one will take some serious 
thinking to win. 


- Void in the 


Heavens 

CATEGORY: Roleplaying Game 
Adventure 

ROM: Alderac Entertainment 
Group 
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RELEASE: July 

COST: $9.95 

THE GIST: In the throes of what 
is possibly the worst case of heartburn 
in the history of Legends of the Five 
Rings, the Oracle of Fire has gone mad 
and started belching flame across the 
skies and torching Kyuden Shosuro in 
the process. With the soul of a Dragon 
jammed into a mortal shell, it’s 
no wonder the poor bugger went 
nuts. As crispy Scorpions litter the 
countryside, a new Oracle must be 
chosen. This 48-page adventure brings 
the characters into a rather cosmic 
arena, where their honor and courage 
will be sorely tested. 


WOR: The 


Maelstorm 
CATEGORY: Miniatures Game 
FROWN: FASA Corporation 

RELEASE: July 

COST: $70.00 

THE GIST: FASA again wades into the miniatures combat arena 
with this hardcore sci-fi warfare game set in the twisted and ever- 
changing Maelstrom. Various alien martial artists and mutated 
Russians vie for survival and control in a world where the only thing 
you can count on is change. The initial boxed set comes with a 
complete rundown of the world, as well as base army lists for the 
first six races. There are also plastic game aids, rules for creating 
your own races, campaign rules, and of course a large assortment 
of 30 mm figures. FASA knows miniatures gaming—remember 
BattleTech?—so this one looks to be top-notch. 


World of Darkness Character 
Generator CD-ROM 


CATEGORY: Roleplaying Game Accessory 

.._ FROM: white Wolf Studios 

= RELEASE: August 

COST: $29.95 

THE GIST: What took them so long? Total 
character management is yours with this 
_ long-awaited software. Now, you can gen- 
erate a character from any of the World of 
Darkness sources, update those charac- 
1s as needed and even send those files 
ross the Internet with ease. Great for 
chatroom games as well as tabletop adven- 
turing, the designers even created little 
aces to keep notes. Storytellers can also 
use the software to set parameters and 
generate random characters as they need 
them, making on-the-fly gaming that 
much easier. % 











The greatest cards from Magic's newest set 
By the JnQuest Gamer Staff 





e have no idea what the heck Urza's destiny is. That is to say after looking over this latest Magic expansion we 
have no idea what is going on in the storyline. We do know that the Urza’s Destiny card set is a monster featur- 
ing a juggernaut of cool cards and nifty new abilities. In fact, we haven't been this excited since that donut truck 
flipped over in our parking lot. And we're betting dollars to donuts you'll be seeing many of these spells in killer decks for 


months to come. Take a look. 





10. REPERCUSSION 
Percussion: something you beat on. Reper- 
cussion: to beat on something again and 
again. In this case, that something is your 
opponent. Although its uses are limited, 
this card is amazing in a creature-light burn 
deck, since dealing with your opponent's 
threats also means blowing him away. Three 
creatures in play you say? I Earthquake for 
five and say, “Buh-bye.” 
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9. TEMPORAL ADEPT 


¢ ¢ @, ©: Return target permanent 
to its owner’s hand. 


“Of course she’s at the head of her class. 
All her classmates have disappeared.” 
—Gatha, Tolarian renegade 


It's the mother of all Time Elementals! This 
water mage is better than her temperamental 
precursor, who wouldn't touch enchanted per- 
manents and smacked you for five points of 
damage whenever you asked it to block or 
attack. Temp’s “Capsize” ability sends any per- 
manent back to a player's hand, even your own. 
Marry her up with the Hermit Druid and you get 
a huge family of squirrels. How cool is that? 


&: Add one green mana to your mana | 
pool for cach forest you com 





8. ROFELLOS, LLANOWAR 
EMISSARY 


Apparently steroids are no longer illegal, at least 
in green Magic decks. Tap two forests to summon 
a creature that doubles your green mana pro- 
duction. Big creatures like Force of Nature? Cast 
‘em with ease. Thirsty upkeeps and echo costs? 
Forgeddaboutit. Play Rofellos early, and green— 
already known for speed—gets a turbo-boost. 
Your only problem will be keeping him alive. 





Urza's Destiny and Magic: The Gathering are regist 





(ote liestad 


Remove target nonblack creature form the | 
game. Search its controller's graveyard, 
‘hand, and library for all copies of that card | 
and remove them from the game. That 


E player then shuffles his or her library. 





7, ERADICATE 


Feelin’ pretty smug with those four Shivan 
Phoenixes snug in your deck? Think those 
Goblin Kings make your goblin deck rock? 
Better hope your opponent isn’t planning 
to Eradicate. This surgical strike can rip the 
heart out of many a deck. ‘Course, if you get 
a couple of your own, you can smack him 
right back. He didn’t need those Bone 
Shamans anyway... 


®, Sacrifice a creature: Destroy target 
nonblack creature. 


E “I all trade life for life with the instrgents. 
Our resources, unitke theirs, are litnitless.” 
—-Davvol, Evincar of Rath | 





4. ATTRITION 

Enemy creatures will crash and burn faster 
than the Polish Air Force. With Attrition 
in play, what is your opponent going to 
do? Attack you? Please. With Classic edi- 
tion rules, you can block and damage his 
attackers, then sacrifice those blockers to 
kill other creatures. Same thing works if 
he blocks your attackers, or if he zots your 
guys with direct damage. Brutal. 





3. YAVIMAYA ELDER 


‘Whenever you or a permanent you control 
is the target of a spell or ability controlled 
by one of your opponents, you may draw — 
a card, and if Rayne, Academy Chancellor 
is enchanted, you may draw another card. 





BNE ARAREM 

The rain in Spain may fall mostly on the 
plain, but Rayne in Magic falls heavily on 
your opponent. This bad girl is so control- 
ling she can draw a card or two whenever 
any of your permanents are targeted by 
the enemy. If you draw a counterspell, you 
can even counter whatever targeted her in 
the first place. Rayne will precipitate your 
opponents demise. 


It’s fitting that the Elder is third, since it 
reminds us so much of the ultimate three- 
for-one—Ancestral Recall. For a mere three 
mana you get a 2/1 creature that can trans- 
form itself into an Ancestral at a whim, 
fetching a pair of lands of your choice and 
an extra card. And under Classic rules, you 
can even off a creature in combat first! 


| When Treachery comes into play, 
untap up to five lands. : 
You control enchanted creature. | 

| “The acadenry educates; I employ. It’s 


@ perfect arrangement.” 
—Gatha, Tolarian renegade 





5. TREACHERY 


“Oh treachery most foul! Thou dost cost 
nothing, yet thou doth stealeth any crea- 
ture. What outrageous fortune!” That's what 
Shakespeare said about this hopped-up Con- 
trol Magic clone. Yes, Shakespeare is 
technically dead, but we have ways of mak- 
ing him talk. Look for Treachery in every 
blue control deck from now until they ban 
it or something. 


: | When False Prophet is put into a 
| graveyard from play, remove all 
creatures from the game. 


L | “You lived Jor Serra’s love. Will you 
not die for 11?” 


9. FALSE PROPHET 


Holy Moses! Even that Biblical powerhouse 
would be hard pressed against this doom- 
sayer. If he dies: Boom! Everybody goes with 
him. Especially handy for nuking those never- 
stay-dead creatures like Legacy’s Weatherseed 
Treefolk. Think about it: Perpetual favorite 
Wrath of God costs the same but doesn’t give 
you a 2/2 creature nor the “remove from 
play” finality of Mr. Prophet. Awesome. 
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Skip your draw step. 
e Pay 1 life: Draw a card. 


He craves onty one commodity. 








1. YAWGMOTH'S BARGAIN 


Remove target nontoken permanent 
from the game, then return it to play 
under its owner’s control. 


Who ts truer: you who are, or you who 
are to. be? 





HONORABLE MENTION: 
ER 


There were many cheers when Necropotence FLIC 


exited the Standard scene, but now it’s time 
to quell your excitement—Necro is back 
and it’s better than ever. With instant sat- 
isfaction, Yawgmoth’s Bargain is the deal 
of the century. And the higher casting cost? 
Bah! Why would you want to play it in the 
first few turns when your hand is still full? 


It’s the Homer J. Simpson memorial card. 
“Creature comes in, creature comes out, 
creature comes in, creature comes out” 
...you get the idea. Why do we love that? 
Let us count the ways: Remove pesky 
enchantments, make opponent pay echo 
again, re-trigger “comes into play” abili- 
ties like the Bone Shredder’s, regain control 
of stolen creatures, etc... 


| Whenever a creature comes into play, | 
you lose 1 life and add # to your : 
B mana pool. 


| “Davuol, blast those elzes,’ ‘Davvol, 
transport those troops” No one cares that 
| today is my birthday.” x 





WORST CARD: 

CARNIVAL OF SOULS 
“Thank you sir. May I have another?!” Who 
but those seriously into self-abuse would 
even think about playing with this card? 
You get hit every time anyone plays a crea- 
ture plus usually take mana burn during 
your opponents’ turns. Even if they added 
midgets and those really cool whirlybird 
rides, this is one carnival we don’t want to 
go to. 


Ever wonder how we rank the colors when a new expansion 
comes out? Quite simple really. We assign a ranking to each card 
based on our general opinion of it and use those rankings to 
make an informal tally. Our categories? The very scientific “Cool,” 
“Solid,” or “Eh.” Cards in the top 10 are worth a couple extra 
points, which is why black managed to edge out white even 








4. TUR 
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though it had fewer cards classified as “Cool.” The big winner in 
Urza's Destiny is green, thanks to its two top 10 entries, as well 
as host of keen creatures including Hunting Moa, Gamekeeper and 
the monstrous Thorn Elemental. Despite having the best Seer, red 
boasts such wonders as the Portal-reject Hulking Ogre and the 
almost, but not entirely, un-useful Flame Jet. 














ine bucks for a booster pack! How ridiculous is that? Pokémon CCG card prices may be 
going through the roof, but that doesn’t mean you should be deprived of Poké-goodness. 
Co Quite the opposite. 

Just like you, we here at JQ central have fallen for the cartoons who beat each other silly 
without ever once drawing blood. How that’s possible, we're not sure, but during our Poké-indulges 
we’ve come up with over 50 fun facts and spicy strategy tips to keep you entertained... at least 
until you can scrape up a 10-spot for a booster pack. 
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10. DUGTRIO 









have a formidable foe. 


9. DEWGONG 

This stage one evolution can either deal a 
healthy 50-point attack or a 3O-point beating with 
a chance to paralyze. Either one is a painful 
blast and effective for the energy needed. 


8. CHARIZARD 

This top-selling stage two 

pokémon is the Shivan 

Dragon of Pokémon. It 









spin with any color energy. 


7. GYARADOS 

Gyarados is a great stage one poke- 
mon for dealing damage—say, a 
5O-paint hit for three energy ora 40- ¢ 
point blast with a chance to paralyze 
for only four. With 100 hit points under its 
belt, why didn’t it make number one? One word: Magikarp. 


6. VENUSAUR 





allows you to move around grass 
energy at will makes this combo- 
friendly pokémon the big daddy of 
grass decks. 





This stage one pokémon has two affece! 
tive attacks: a 40-point hit for three - 
energy and a very respectable 70 

‘pointer for four. Add in the rare resis- | : 

tance to lightning attacks and your 





The wall of choice for those who need a deck 







is big and beefy with 120 hit pas and | 
deals an amazing 100 points o’ dam- - 
age. Plus, you can use its fire : 


\ attack for three makes it amazing. Seventy 










TOP 40 ponemon 


: potent al pokemon, Jynx has 70 h.p.— 
a lot for a psychic—which will ensure it stays 
out long enough to put a hurt on other critters 
/ with its powerful meditate attack, which does 
> more damage as its opponent gets weaker. 


“4. CHANSEY 








ster can resist attacks with its scrunch 
defense or use its lethal double-edge to 
do 80 points of damage to its victims. 


3. ELECTABUZZ 

Buzz can get going on turn one with its quick 
thundershock attack or on turn two deliver a 

potent 30-point hit which can do 40 if lucky. 

Combine this offense with 70 h.p. and 

you have a potent basic pokémon who 

doesn’t need to evolve. 


2. HITMONCHAN 
Another powerful basic pokémon, Hitmon- 
chan has a 2O-point attack for only one energy 
which makes it a great first-turn pokémon. 
Add in the fact that Hitmo has a 40-point 









h.p. sure doesn't hurt either. 


1. ALAKAZAM 


: This stage two pokémon possesses the awesome damage 
Any pokémon with 100 h.p. and a fear- : , 
some 60-point solar beam has to be | 
respected. The fact that Venusaur » 


swap ability which can keep most of your poké- 
mon from getting killed if used wisely. Its 
30-point attack which can confuse is also 
nice since many pokémon are weak against 
psychic. The combination of defense and 
beatdown make this the best pokémon 

& around... for now. 





JUNECLe Fever 


: FIRE: The stage one Rap- 
: idash evolves from Ponyta 
: and packs a high speed 
> movement which does 30 
: damage and has a 50-50 
: chance of protecting it 
: from an opponent's pokémon the fol 
lowing turn. 

: GRASS: A boost comes from some nasty bags pokes 
COLORLESS: The basic Kangaskhan stands like a wall at : like Scyther, whose sword dance can deliver a 6O-point beat- 
ing, and Pinser’s 5Q-point pincher guillotine move. 

: PSYCHIC: Mr. Mime’s mysterious wall ability to ignore 
: damage over 30 will keep heavy hitting pokemon at bay. 
: WATER: Gets the shaft. The only basic pokémon is the 40 
ELECTRIC: A new Pikachu sparks for 20 damage, plus h.p. Goldeen who can horn attack for 10 damage. Whoop 
: de doo. 

FIGHTING: The useful Mankey lets you peek at otherwise : 
hidden cards, and his evolved form, Primeape, can dam- : 


Catching a fever usually isn’t a good thing, but you'll want 
to make an exception in the case of Pokémor’s latest set, 
Jungle. Due out July 19, the new set contains: 45 new 
pokémon; two pokemon from the basic set with al-new pow- 
ers, Electrode and Pikachu; and one trainer, Poké Ball, 
which gives you a 50-50 chance to pull any pokémon out 
of your deck and put it in your hand. While the 48-card 
expansion includes a whole bunch of power for fighting 
and grass decks, almost any deck can benefit: 


90 h.p., can do 80 points of damage if you flip four heads 
or allow you to draw a card. Cute little Eevee, on the other 
hand, can evolve into any one of three pokemon with either 
electric, fire or water abilities. 


hits any one pokémon on your opponent's bench for 10. 


age for 50, though it risks confusing itself. 
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So grab a vine and swing into your local game store 
before these Jungle packs are devoured and the next 48- 


: card expansion, Fossil, hits stores later this year. 


































Yep, there’s a single hairy bug pokemon in the basic 
set. If you guessed “Weedle,” give yourself a dollar and 
skip to number 1,482,901. What other weird num- 
bers exist in the world of the Pokémon CCG? Well, 
figures like these... 





3 Versions of Pikachu available for. play in Japan (Basic, 
Jungle, Surfing promo). 

@ Expansions available for the Japanese Pocket Mon- 
sters CCG. 

45 The number of colors the Pokémon card game 
would have had if several pokémon hadn't been “reclas- 
sified.” We could also have had ice, poison, ground, 
rock and others. 

215 The current price of a First Edition Charizard. Who 
said the Magic phenomenon would never happen again? 
Mox Raichu anyone? 

33 Using a deck built around basic Pokémon cards, the 
maximum number of cards you can draw in a single turn. 


445 Television stations that carry the Pokémon TV show. 


420 Hit points of the biggest U.S. pokemon, Chansey 
and Charizard. ; 


454 Official pokemon in the CCG universe. In Japan, they 
have a Gold and Silver version of the video game with 
more than 200 pokémon in all. 


860 Damage inflicted by a self-destructing Magneton 
when both players have full benches. 


4,200 In seconds, the length of a DCl-sanctioned Poké- 
mon match. 


442210 Maximum damage possible from a single poke- 
mon attack. Take our word for it; it's complicated and it 
involves that wacky Mewtwo character. 


$0,000 Boxes in the first U.S. print run of Pokémon. 


4.2122.,9504 Number of rabid Pokémon CCG fans who'd 
rather play Drowzee than get any sleep. 


44,500,000 The insane number of Pokémon Game 
Boy cartridges sold worldwide. 

21,500,000,000 Total dollar value of Pokémon mer- 
chandise sold worldwide. Egads, that’s more than France 
makes in a year. 





Never leave home Ancestral Recall — Professor Oak ; 
without it” card : : : 


















Color all little 
kids pla 












Most Avoid Fate Devolution Spray 


useless card 


















Ash, grade- 
school dropout 


Urza, planeswalk- 
ing sorcerer 


Storyline hero 
















Weirdest Mirror Universe Mulligan Mewtwo 


deck type 


G This VW tours the count 


AD =e preaching the gospel of pokemon. 
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eecL@errTy Powemon 


Who's more famous, Michael Jordan or Pikachu? Maybe in the real world, the superstar hoopster gets the nod, but 
in the world of gaming, the little electric rat comes out on top. But why not go for the best of both worlds? What if 
we were actually good at genetic engineering and merged celebrity and pokemon? Mwha-ha-ha-ha. 


Jackie Onassis kie LaToya Jackson 


Bill Shatner Big Foot 





PONE;Gé Fun 


We love football. We love Pokémon. 
They're a natural together, like peanut 
butter and jelly, right? Well, we thought 
so at least, and in honor of those cud- 
dly critters, we designed our own lil guy 
out of some rawhide and twine... 





Mg, © Nintel 
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ed Defending Pokémon. 
ormally. 
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THO Walkakee 





There’s really only one way to win with this deck: run your : 
opponent out of cards. Featuring the best wall in the : 
game, the mighty Chansey, this aptly named deck will suck 
up damage on its pokémon, then flush all that damage away : 
with a clutch Pokémon Center trainer card. If you see the - 
damage piling up on your active pokémon, cut your losses | 
with Alakazam’s Damage Swap ability, which will allow you 


ai- = < 


POKEMON 4 Energy Removal 


4 Abra 2 Impostor Professor Oak 
3 Alakazam 4 Pokemon Breeder 
4 Chansey 3 Pokemon Genter 
4 Hitmonchan 8 Super Energy Removal 
4 Jynx 
3 Kadabra ENERGY : 

8 Double Colorless Energy 
TRAINERS 7 Fighting Energy 


3 Computer Search 12 Psychic Energy 
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to move as many damage counters as you want each turn 
from one pokémon to any other pokemon. A Chansey sit- 
ting on your bench is a fine candidate, as long as you don't 
knock out the target and keep your guys alive long enough 
to have your opponent draw all those precious cards from 
his deck. 

Of course, the deck does feature some offense. Hit- 
monchan is one of the best pokémon in the game for 
beatings—not its own, but the ones it delivers. Jynx is an 
excellent pokémon for doing damage, and really good once 
your opponent's pokemon has taken some hurt. Chansey, 
while being a great wall, also can do an 80-point attack. 

Trainers, such as Energy Removal, will slow down your 
opponent's attack. Use Computer Search to get Alakazam 
out on the table to control the hits you take. Finally, what 
might seem like a useless card at first—Impostor Pro- 


_ fessor Oak—becomes a dynamo in this deck as it helps 


hasten your opponent decking himself. 


@ 


Pokémon has taken the world by storm. Too bad it seems to 
have blown away all the cards. 
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! One of the best places to 
find bargain-basement priced cards is 
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How t eo scrounge! up 


gytewssitiecn 





oes your heart cry “Juzam Djinn,” 
while your wallet answers “Drudge 
Skeleton”? Long to cream your 
opponent with a Shivan Dragon, but are on 


an Atog-sized allowance? 

Fear not, friend, InQuest Gamer feels your 
pain. And we're gonna relieve it. No, we ain't 
sending out $100 bills. InQuest is gonna show 
you the tricks to building a cool deck with 
little more than cheap, easily found cards. 
Y’see, many players tend to equate a card's 
rarity with its usefulness; however, there 
are usually more commons worth playing, 
and many rares are barely worth the card- 
board on which they're printed. 

And we’ve got tons of commons. Sifting 
through all these 5¢ cards, we managed to 
scramble together the following tips on acquir- 
ing bargain cards and devising inexpensive 
deck-building strategies. Soon, you'll be 
smearing your opponent economy style. 






Magic: The Gathering is a registered trademark of Wizards of the Coast. Photos: Paul Schiraldi. 


By Jeremy Smith : 
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CHEAP FACT #1 Trade one of the rares 
you won't use for a box full of commons 
you will use. 


On the Cheap 


There are a number of ways of getting 
cards without breaking the bank—even if 
it’s just a piggy bank. If you've got a bunch 
of cards and have an idea for a deck, you'll 
undoubtedly have many extras that will 
serve no purpose in that deck. If you're 
planning on constructing 
a two-color deck such as 
the red/green one we're 
going to build later in 
the article, then no more 
than about half of the 
cards you buy in a starter 
or booster pack will be 
of any use to you. So 
what do you do with all 
of the filler? 
TRADING. Well, 
you can kill two birds 
with one stone by trading 
with other players. Not 
only will you get rid of 
some of the deadweight 
in your collection, but 
you'll pick up a lot of 
cards which are useful to 
you at the same time. 
Say you get Brink Of 
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Madness, a black rare from Urza’s Legacy, 
in a booster and you're planning on build- 
ing a red/green deck. You should have no 
problem finding someone who’s building 
a black discard-based deck. Most likely, 
they'll also have a bunch of extra com- 
mons and uncommons that you know you 
can use in your planned deck. Voila— 
instant trade! 

Make sure you know the fair market 





value of the cards you're getting and 
giving up so you don’t get screwed. 
The best ways to do this are by looking 
at a price guide such as the one on 
page 102, or by asking more experienced 
players about the values of the cards 
you're trading. 








CHEAP FACT #2 You can dissect a $10 
preconstructed deck for a hunch of 
uncommons and rares you need. 





PRECONSTRUCTED DECKS. Study the cards 
that are in the preconstructed Magic decks that come out with 
each new expansion. The whole 60-card deck will cost you under 
$10 and can supply you with many useful cards. If you see some 
cards you like, use those as the core of your deck and snag some 
additional cheap cards to convert the deck to a theme or style 
you like better. 

This strategy works especially well if you see a particularly cool 
rare or a few uncommons that you'd like to use. By buying the 
preconstructed deck, you'll be guaranteed of getting the fixed 
cards you want, saving you a lot of money and effort. You'll also 
be able to trade the rest of the preconstructed deck for other 
cards you need to fill out your new deck. 


The Urza's Saga 
preconstructed deck, 
“Special Delivery,” 1 
better than a care 
package from our 
Aunt Zelda. 


GROVEL. If you'e really strapped for dough or don't have 
anything to trade, there’s always the beg-and-grovel method. 
Well, you shouldn't have to actually plead for common cards— 
most players have so many extras, they'll give ‘em away—but 
asking for charity from veteran players is a good way to start. If 
you happen to be at a sealed-deck or booster-draft tournament, 
you'll find that many players ditch most of their commons and 
other cheap cards, keeping only the cream of the crop for them- 
selves. This is an opportune time to grab oodles of cheapo cards, 
although sometimes the best commons will still be hard to find. 
BARGAIN BIN. You should be able to fill in any gaps for 
no more than a couple of bucks by rummaging through your local 
dealer's bargain bin for any stray cards you still happen to need. 


Economy Sizing 

Now that we've provided some tips for tracking down cards, let’s put 
them to use to build a good, cheap deck. After all, there’s a 
madness to our methods...um, or something like that. 

Where should we start? What deck should we build? Today’s 
tourney scene—Tempest through the Urza’s Saga block—is chock full 
of powerful, affordable cards. If you like the good ol’ mono-red Sligh 
deck, there are plenty of choices with Jackal Pup, Goblin Patrol and 
Kindle; on the opposite spectrum, a slower-moving control deck could 
be built on a budget with blue commons like Capsize and a ton of 
inexpensive counterspells like Mana Leak and Power Sink. For a 
weenie deck, the black, shadow creatures come to mind, like the 
Dauthi Marauder and Dauthi Slayer, as well as quick, useful critters 
such as the artifact Bottle Gnomes and white's Pegasus Charger. You 
could try discard with black cards like Duress and Ravenous Rats, but 
the best bang for your buck seems to be to hose your opponent with 
any number of the amply available land-destruction cards in the 
tourney environment. 

Land destruction is our theme, which means green and red are 
our colors—and we also nab the added bonus of fast mana and fast 
creatures from green and lots of direct damage from red—but what 
direction do we take from here? Our budget shopping tips say we 


a are a few playing tips for our cheap, 
green/red, land-destruction dynamo. Try to get 
your Llanowar Elves out quickly to get your land-kill 
going fast. Save your direct-damage spells for crea- 
tures that can evade your own and wait until you 


control the board before you use them on your 
opponent. And if you’ve got other land-destruction 
spells in hand, try to hold your Argothian Wurm 
until you’ve knocked your opponent down to zero 
lands, unless he has other big nasties on the board. 





should check out the preconstructed decks and bingo—the Urza's 
Saga preconstructed deck, “Special Delivery,” is better than a care 


“package from our Aunt Zelda. It’s a red-and-green deck based around 


nailing your opponent with a bunch of fast echo creatures and 
direct damage. One of the rares, Argothian Wurm, will fit perfectly 
into our new deck, as will some of the other cards like Acridian, 
Slippery Karst and Smoldering Crater. 

What's so good about the Argothian Wurm? Well, for one green 
and three generic mana, the Wurm is a fast 6/6 trampler which gives 
your opponent the ability to sacrifice a land when the Wurm comes 
into play to put it on top of your library. However, this supposed 
drawback can be turned into an advantage. We're going to utilize the 
Wurm’s ability to its fullest by building land destruction around it. 
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CHEAP FACT #3 For five cents apiece, you 
can’t heat common cards, some of which 
are more powerful than rares. : 


To start with, we're stocking the deck 
full of a vast array of land-kill spells. Red 
has three main common spells that fit this 
area, and we're going to use them all to 
build the foundation of this deck. Raze, 
from Urza's Saga, at a cost of one red mana, 
can be cast as early as the first tur. Stone 
Rain, red’s staple land-destruction card, is 
also a natural for this deck. Lay Waste, a 
Stone Rain for four mana with the neat 
additional Urza’s Saga ability of cycling, 
also makes its way into our deck. 

Green has a land-destruction spell of its 
own, Tempest’s Winter's Grasp. Although 
it’s uncommon, it shouldn't be too hard to 
find, since it doesn’t get played too often 
outside of dedicated land-kill decks like 
the one we're building. Four of these will 
also go into the deck. Then, we're gonna 
put in another uncommon, Urza's Saga’'s 
Destructive Urge, which causes a player to 
sacrifice a land whenever the creature it 
enchants damages him or her. It can lock 
your opponent down if you get it out when 
he has no creatures or lands in play. It 
also combos nicely with the Argothian 
Wurm’s trample ability. 

Since this deck is built around the idea 
of disrupting your opponent’s game by 
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denying him valuable resources, we also 
have to be prepared to get rid of other 
permanents that give him mana or that 
hinder our own deck’s progress. Since there 
are a few sources of artifact mana such as 
Mox Diamonds, plus other nasty artifacts 
like Cursed Scroll that'll get in our way, 
we need to have ways to deal with them. 
We'll start with Urza’s Saga’s Meltdown— 





artifact when it comes into play. 

Next, we put in spells that can take 
care of opposing creature threats, as well 
as cards that can hurt your opponent. The 
best way to do this is with direct-damage 
spells, since they can do both of the above. 
Four Kindles and four Shocks should do 
the trick, since you'll be able to combine 
them with creature combat damage to take 








another uncommon, but one that’s also 


- easy to acquire. This gives you the ability 


to take out a number of artifacts in one 
shot for a low cost. We're also going to 
throw in the uncommon Uktabi Orangutan, 
since it’s a 2/2 creature that destroys an 


out just about any beastie used in Standard 
(Type Il) —except fatties like the Argoth- 
ian Wurm (heh heh)—and can also put 
the hurt to your opponent. Sometimes, 
the best way to kill off a creature is to get 
rid of its controller. 
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me of the decks you'll often see in the Classic (Type 1) format would set 
ou back four digits if you wanted to buy all their cards at today’s prices. 
InQuest set out to convert a typical Classic deck into a playable Standard 
{Type ll) deck that could be bought for a tiny fraction of the original deck’s cost. 
Although many of the cards used in Classic, such as Library Of Alexandria, have 
no direct equal, we tried to use cards that could serve the same function. — 
We started with a deck based around fast creatures like Savannah Lions 
and Serendib Efreets; it utilized direct damage, counterspelling 
capabilities and includes a healthy dose of the usual broken Classic cards like 
Ancestral Recall, Balance and Time Walk. Trying to match the Classic cards, 
we added in Whispers Of The Muse and Jayemdae Tomes for card drawing, Time 
Warp to replace Time Walk, Faerie Conclave and Air Elementals as 
substitutes for Mishra’s Factories and Serendib Efreets, and lots of affordable 
counterspells and direct damage. The end result was something a lot cheaper. 





5a INQUESTGAMERS2 


Capping off the destruction theme, 
we're gonna add a couple of Elvish 
Lyrists. These guys can double as 1/1 
creatures until they're needed to knock 
out nasty enchantments. 

We'll need some more creatures to fill 
in the remaining spots. Four Llanowar 
Elves will help give you the fast mana 
youll need to start pumping out land-kill 
spells at a regular rate. Acridian, a 2/4 
echo creature for two mana, can block vir- 
tually any creature you'll see and is a huge 
bargain for its cost. And, of course, we're 
putting in a copy of the deck’s only rare, 
the Argothian Wurm. 

Finally, we need some lands of our 
own. Basic lands will do just fine for this 
deck, since it’s only two colors and 
almost all the cards require one mana of 
either specific color. We'll also put in a 
couple each of Slippery Karst and 
Smoldering Crater, which do the same 
thing as basic lands but can be cycled 
away in the late game once you don't 
need any more mana. 

And remember, as each set of Magic 
is released, you get a bunch more 
“throw-away” commons and uncommons 
to draw from. There are so many cards 
out there right now that people aren't 
using, it shouldn't be hard to build an 
inexpensive deck to your liking. 

With all the pieces in place, we'll need 
to test out the deck. Since decks in your 
area may vary, we'll leave the sideboard 
construction up to you. 


Free Form 

Now that you've got an idea of how to 
build a cheap deck, feel free to experi- 
ment with it. You may find that you have 
an affinity for certain other cards that 
may fit into your deck. You may also find 
some uncommons or rares that'll comple- 
ment your deck nicely without lightening 
your wallet too much. 

While the cards you're using will 
barely cost you anything, you can be 
sure that once they smack around Mr. 
Suitcase’s deck, the look on his face will 
be priceless. 


Legend has it, freelancer Jeremy Smith 
once traded all the way up from a reg- 
ular starter deck to a Mox. 

(js01 3b @uhura, cc. rochester. edu) 
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The Force must be with you. It took you and your team weeks to track Okay, so maybe that’s not the best situation to be in, but one of 
down the old Jedi, but you finally located his hidden home on adis- the biggest thrills of roleplaying games is coming face to face with 

| tant planet in the Outer Rim. The Jedi is none too thrilled to be disturbed, the universe's greatest heroes—and villains. However, with the license 
| but the man who hired you is merely a historian looking to meet with —_ for a “Star Wars” roleplaying game stuck in limbo, it may be a while 
the ancient master. Or so you thought. before you see stats for the characters from “The Phantom Menace.” 
Your employer's disguise melts away to reveal his true form; a Fear not—InQuest is here to supply you with the lowdown on the 
black-and-red tattooed face burning with hatred. One fiery, red blade main characters, complete with stats for West End Games’ Star Wars 
ignites, and then the other as Darth Maul sneers at you with bright, RPG. These stats and descriptions reflect how Obi-Wan and friends 
might appear immediately after the events of “Episode I.” Well, except 


| yellow eyes... 
for Darth Maul; let’s pretend it was just a flesh wound. 


JED! RUMBLE Now you too can 
play “split the Maul” in your 
“Star Wars” RPG. 








Atirely over to the oe side of the Force. His face is tattooed in an 


_ intimidating mask of crimson and black. The apprentice of Darth Sid- 


“Star Wars" © and ™ Lucasfilm. 


ious, Maul has been trained in the dark arts of Sith lore and combat. 
He acknowledges no man or woman as his equal, and only Darth Sid- 
ious as his master. However, Maul is impatient and has not yet leamed. 
the value of biding his time. His entire demeanor is that of a caged 
animal seething with rage kept just barely in check. 
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Al A fierce warrior and dark lord of the Sith, Maul 
has ievored his entire life to defeating Jedi in personal combat. He 
is at the pinnacle of his fighting capabilities and is perhaps one 
of the greatest lightsaber duelists in the galaxy, as demonstrated by 
his ability to not only combat two Jedi at once, but to even place them 
on the defensive. 

However, he rarely initiates open combat because he does not wish 
to draw the attention of the Jedi to the existence of the Sith. This 
does not mean, of course, that he refrains from killing—simply that 
he dispatches his opponents silently and without witnesses. Unlike 
ee Maul frequently relies on droids to help him in his work. 








Maul i is oe aieened on various errands for his dark ee 
Since he is one of only two living Sith lords, he is probably far too 





powerful for the Reoracttks to handle on thee 5 own. As a foil ofa an 
adventure or background manipulator, however, he is ideal. 

© The characters are charged with tracking down a missing or 
retired Jedi by a historian who wishes to record the Knight's deeds. 
This historian is a disguised Darth Maul, who is using the characters 
as resources to help him locate the hidden Jedi so he can continue 
his quest for vengeance. When the characters find the Jedi, Maul 
strikes. The characters can’t take Maul alone, but with the Jedi’s help 
they might drive him off. 

© The characters are dispatched by the Jedi Council to recover an 
ancient Sith holocron—a fist-sized crystal that holds a repository of 
Jedi lore—newly discovered on an Outer Rim world by a team of 
prospectors. Darth Sidious learns of it and sends his own servant to 
recover the holocron first. Maul is not free to unleash his full talents 
against the Jedi because to do so would be to reveal the Sith. But he 
can make plenty of trouble as he schemes to steal the holocron. Of 
course, this adventure works best if the characters are Jedi and can 
make some use of the holocron. 


i. 

































DARTH MAUL, SITH APPRENTICE 


lightsaber 9D, melee combat 7D+1, melee parry 7D+2 
KNOWLEDGE 3D+2: Alien species 5D, intimidation 7D+2, 
languages 5D, planetary systems SD+2, willpower 7D 
MECHANICAL 30+1: Astrogation 4D+2, repulsorlift operation 
5D+1, space transports 6D, space transports: Sith Infiltrator 
70, starship gunnery 5D+e2, starship shields SD 

PERCEPTION 30: Command 7D, hide 5D+2, persuasion 4D+2 
STRENGTH 2D+2: Brawling 6D+1, climbing/jumping 5D+2, 
lifting 4D, stamina SD 

TECHNICAL 3D+1: First aid 4D, droid programming 5D, 
lightsaber repair SD 

FORCE SKILLS: Control 5D+1, Sense 6D+1, Alter 6D+1 
CONTROL: Absorb /dissipate energy, concentration, 
emptiness, hibernation trance, rage 

SENSE: Danger sense, life detection, sense path, 
sense Force 

ALTER: Bolt of hatred, telekinesis 

CONTROL AND SENSE: Lightsaber combat 

CONTROL AND ALTER: Electronic manipulation, feed on 
dark side, inflict pain 

CONTROL, SENSE AND ALTER: Affect mind 

SENSE AND ALTER: Dim other's senses 

FORCE POINTS: 2 

DARK SIDE POINTS: 12 
CHARACTER POINTS: 25 


DEXTERITY 2D: Blaster 6D+1, brawling parry 7D, dodge 8D+2, 
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Background: Obi-wan Kenobiis a skilled 
and newly elevated Jedi Knight. In contrast to his 
former master Qui-Gon Jinn, he is less centered on 
people than on causes and érusades, To Kenobi the 
idealist; the mission is all-important. 

Brash and headstrong, Kenobi is given to bold 
actions and emotional statements. In one such 
moment, he promised Jinn that he would take young 
Anakin Skywalker under his wing, against his bet- 
ter judgment. Kenobi is a man of his word, however, 
and does his best to live up to it. Raised from birth 
by the Jedi Order, Kenobi has no family ties and 
has recently lost his closest friend and father- 
figure. Despite his misgivings about Skywalker, 
he is likely to draw close to the boy as they 
travel together. 





y : Obi-wan Kenobi is by no means 
the greatest fighter among the Jedi, but he is 
nonetheless a competent and deadly warrior. He is 
skilled in Jedi combat, and also has a keen grasp on 
other practical matters, such as caring for and fly- 
ing starships. He has a solid foundation in the 
principles of the Jedi arts, but has not yet mastered 
its finer points. 









Campaign Ideas: Asa newly promoted 
Jedi Knight, Obi-wan doesn’t have much pull with 
the Jedi Council and is a likely candidate for the 








jobs and missions the other Jedi see as less desir- 
able, most particularly those promising more conflict 
than mediation. This is fine with Kenobi in most 
cases, because unlike the ideal Jedi who craves not 
excitement, he lives for it. 

© Qui-Gon Jinn’s former dealings with a gam- 
bler or crime boss have come back to haunt Obi-Wan 
as thugs are sent to get money they believe Qui-Gon 
owed them. The characters come in on one of two 
sides: Either they are the ones sent to deal with 
Obi-Wan—at which point, they may find them- 
selves between a rock and a hard place and must 
reconsider sides—or Obi-Wan hires them to inves- 
tigate if the gambler’s claims are valid. If it’s the 
latter and the claims are valid, Obi-Wan is willing to 
make up for whatever problems were caused. 
If not, woe to those who incur the wrath of 
a Jedi wronged... 

¢ Obi-wan has been sent to “talk” a 
band of regional warlords into ceasing 
their seasonal raids on an agrarian world 
that is not protected by the Republic. 
He’s surprisingly successful, but one war- 
lord heads back to his fortress to prepare 
an invasion of the planet anyway. The 
characters, already on the planet, are 
witness to the raid and are recruited 
by Kenobi to help him defuse the situ- 
ation through force—and Force. 
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melee combat 6D, melee parry /D+1 


KNOWLEDGE 3D+2: Alien species SD, bureaucracy 5D, cultures 4D+1, 
intimidation 4D, languages 5D, planetary systems 4D+e2, scholar: Jedi lore 6D, 


streetwise 4D+2 


MECHANICAL 2D: Astrogation 4D, beast riding 3D, repulsorlift operation 4D, 
space transports 5D, starship gunnery 3D+1, starship shields 3D+2 
PERCEPTION 30+1: Bargain SD, command 5D+1, con 4D, hide 5D+2, sneak 6D 
STRENGTH 39: Brawling 5D+2, climbing/jumping 5D, stamina 4D+2, swimming 


4D 


TECHNICAL 3D: First aid 4D, security 5D, space transports repair 5D+1 
FORCE SKILLS: Control SD, Sense 7D+1, Alter 6D+2 

CONTROL: Absorb/ dissipate energy, concentration, control pain, detoxify poison, 
emptiness, enhance attribute, hibernation trance, reduce injury, remain 


conscious, resist stun 


SENSE: Combat sense, danger sense, life detection, life sense, sense Force 


ALTER: Telekinesis 

CONTROL AND SENSE: Lightsaber combat 
FORCE PDINTS: 4 
CHARACTER POINTS: 14 
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DEXTERITY 3D: Blaster 5D, brawling parry 6D, dodge 6D, lightsaber 8D+2, 
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Background: Anakin was born to Shmi Skywalker, 
a slave owned by Gardulla the Hutt on Tatooine. When he was 
very young, he and his mother were acquired by Watto the 
junk dealer, who detected and encouraged the boy's natural 
mechanical aptitudes. A few years later, “Ani” was racing pods 
and using his uncanny instincts to bargain with traders and 
jawas on behalf of his master. 

Anakin is a generous and optimistic boy, given to impulsive 
demonstrations of kindness, such as helping down and outs in 
Mos Espa or a young handmaiden fix her ship. His face hard- 
ens when the subject of slavery arises, however, and he harbors 
a great fear for his mother, whom he misses terribly. 


Abilities: Anakin has always had a special talent for 
seeing things no one else could see, but it wasn’t until Qui-Gon 
Jinn entered his life that he could put a name to his abilities. 
















"He is just embarking on his career as a 





Jedi. padawan unde 
the tutelage of Obi-wan Kenobi, so he is only now learning to 
apply the basic skills of a Jedi. He also has a great mechanical 
and technical aptitudes, natural bargaining sas ang \ 
great promise asa starfighter pilot. 

















Campaign Ideas: As padawan to Obi-wan Kenobi, 
Anakin travels with his master on his assignments. He might 
also be encountered in the company of R2-D2. His outgoing 
personality and kindness to strangers make it natural for char- 
acters to make acquaintance with him should they happen to 
end up in the same cantina or spaceport. 

e Even as a Jedi apprentice, Anakin’s impulsive behavior 
can get the best of him. This time it happens to be in favor of 
the characters. At some point in your campaign, when the 
characters are down on their luck, Anakin helps them out. 
Some time later, the boy comes back to the characters for help. 
He has discovered an underground slave trade and seeks their 
help to put an end to it. Of course, he is doing all of this with- 
out the consent or knowledge of his master Obi-Wan. 

© While on assignment on a planet, young Anakin is threat- 
ened by an old prophet who proclaims the boy is a harbinger 
of doom and sends his cultist followers to destroy the boy. An 
old Jedi master, powerful in the Force but rejected by the Coun- 
cil, foresees the prophecy as well, but he also sees that Anakin 
will ultimately be the Republic's savior, though he doesn't know 
how. Fearing the repercussions of the boy learning his fate, 
the Jedi hires the characters to secretly trail Anakin and ward 
off the cultists. 














STATS 























-ANAKIN SKYWALKER, JEDI APPRENTICE 

DEXTERITY 30+1: Dodge 4D+2, melee combat 4D, melee 
parry 4D, thrown weapons 3D+2 

KNOWLEDGE 3D+1: Alien species 5D, cultures 4D+2, cultures: 
Tatooine 7D, languages: Huttese 4D, streetwise 5D+1, 
willpower 4D 

MECHANICAL 4D: Starship piloting 4D+2 , beast riding: bantha 
5D, repulsorlift operation: podracer 9D+1, starfighter piloting 
4D+1, starship gunnery 4D+1 

PERCEPTION 30+1: Con 4D+2, hide 5D, persuasion 5D 
STRENGTH 3D: 

Brawling 3D+1 climbing/jumping 8D+2 

TECHNICAL 3D: Droid programming 6D, droid repair 6D+2, 
repulsorlift repair: pod racer 6D 


FORCE SKILLS: Contro! 3D, Sense 2D 
CONTROL: Enhance attribute 






SENSE: Danger sense, receptive telepathy 


FORCE POINTS: 3 
CHARACTER POINTS: 12 












the abo. only recently elected, hey leadership capabilities were 
tested by fire when her world was invaded by the Trade Federa- 
tion. Reluctant to resort to military action, she is nonetheless 
resolute when events force her into battle. 

Amidala has made her mark in the galactic political arena, but 
largely leaves foreign policy to Supreme Chancellor Palpatine and 
Naboo’s new Republic senator. Her initial attempts at forging 
alliances with other leaders—particularly Prince Antilles of Alder- 
aan and former Supreme Chancellor Valorum—died on the vine 
in the aftermath of the Trade Federation affair, but she is forg- 
ing ahead and mending fences as best she can. Domestically, she 
enjoys wide support of the Naboo people and has managed to 
establish relations with the secretive gungan who live in Naboo’s 
seas and lakes. 

The queen is headstrong but kind. She has led something of 
a sheltered life, and is extremely curious about how people live 
in other areas of the galaxy—perhaps overly so. 





= As a Naboo noble, Amidala has been trained in self- 
ae and rudimentary military tactics. She is a deadly marksman 
with a blaster and level-headed under fire. She is also an able 
diplomat. Though a peace-loving young woman, Amidala has the 
heart of a warrior. In the aftermath of the Trade Federation's 
occupation, she is unlikely to leave Naboo as militarily unprepared 
as it was when she ascended the throne. 





QUEEN M AMIDAL A, yOUNG NOBLE 
| DEXTERITY 3D: Blaster 5D, brawling parry 4D, dodge 
5D, melee combat 4D+1, melee parry 4D 

KNOWLEDGE 4B: Alien species 5D, bureaucracy 6D+2, 
cultures 7D, languages 4D+2, planetary systems SD, 
willpower 5D 

MECHANICAL 2D+2: Beast riding 3D, repulsorlift 
aperation 4D+2 

PERCEPTION 3041: Command 7D+2, con 5D+1, hide 
5D, persuasion 5D, persuasion: debate 7D+2 
STRENGTH 30: Brawling 4D+2 climbing/jumping 4D, 
lifting 4D+1 

TECHNICAL 2D: First aid 3D+1 
FORCE POINTS: 3 
CHARACTER POINTS: 12 
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: Amidala is the spirited young queen of 


Si Amidala spends most of her time 


at cout i in Theed, but also takes frequent junkets to various 


locales on Naboo, as well as neighboring worlds and the capi- 
tal planet Coruscant. Characters are most likely to encounter 
her in political settings, though it’s never long before Amidala 
puts herself in the center of the action. 

© The characters are part of Amidala’s trade envoy, which 
is visiting the Core world Corellia in an effort to improve trade 
relations. Talks are going well, but a dissident noble frames 
one of the Queen’s handmaidens as a spy. While the Queen is 
handling the political end, Panaka and the characters must 
quietly clear the girl and discover the true culprit. 

® On an Outer Rim planet, the characters encounter a young 
female traveler who has gotten into trouble with the local law. 
Only after agreeing to help her and becoming targets of her pur- 
suers themselves do the characters learn her true identity and 
plight: A disguised Queen Amidala was investigating a planet 
with which Naboo was considering opening trade relations and 
fell into trouble when law officials who were hurt financially 
by the fall of the Trade Federation discovered her identity. Of 
course, they blame Amidala and anyone sympathetic to her— 
i.e., the characters. 




















Me oa ee ee ee 

















E) ) | 


Battle Droid: Baktoid Armor Workshop's battle-hardened droids are the © 
foot soldiers of the Trade Federation Army. Slender duck-billed fighting machines, 
battle droids can be mass-produced cheaply and, in large numbers, can overwhelm 
a superior human force because they never break or tire. 

Battle droids do have one major weakness: They don't have brains. To make them 
both cheaper to produce and less vulnerable to combat damage, these drones lack 
higher function AI processors—processors which allow other types of droids to 
communicate, solve problems and manipulate appendages. Battle droids instructions 
come from an encrypted datastream continuously broadcast from an extemal source, 
usually a command ship or fortified bunker. Without the data stream, these droids 
can't even walk. : 

Infantry units are cast in a basic whitish alloy, and are issued a blaster mifle. 
Specialized units are color-coded, and generally “smarter.” Officers have yellow 
markings and are issued macrobinoculars and are also better shots. Pilot droids fly 
the troop transports, and sport blue markings. The maroon-coded security troop- 
ers maintain defensive parameters around valuable assets and guard prisoners. 


MAN 


| 
mo 





Destroyer Droid: Baktoid Armor Workshop's destroyer droids— 
also known as wheel droids—are not as common as the battle droids, because they 
are a lot more expensive to produce. Battle droids are designed primarily to oper- 
ate in urban or shipboard environments, where their ability to move fast over 
smooth terrain is maximized; they are not as effective on uneven terrain. Their 
firepower is deadly, but what makes destroyer droids truly dangerous is their 
deflector shields. A wheel droid cannot be damaged by small-scale energy weapons 
as long as its shield is raised. 


Ss 


Campaign Icieas: Battle droids are a cinch to work into just about 
any campaign, including one set in the Imperial or New Republic eras. Because 
they are so inexpensive, battle droids might be found in the service of a crime 
boss or petty warlord. World governments and corporations may also employ 
them in a security role. 

e The characters are hired to protect an isolated settlement from a band of 
raiders who plague the area. This season the raiders have a new toy—a battle droid 
army. To save the settlement, the characters must slip aboard the pirates’ huge 
sailbarge command center and destroy the control computer hidden inside. 

e A friend or ally of the characters has been imprisoned by an enemy that 
employs battle and destroyer droids for its prison defenses. The characters must 
infiltrate the prison and work their way past increasingly challenging foes. Of 
course, if they can find a way to deactivate the primary command relay, they'll 
have a much easier go of it. However, they may be thrown for a loop when they 
are suddenly surrounded by elite droids—ones that don't rely on the data stream— 


that had been playing dead. ~ 


IQ Gamer Associate Editor Paul eudow was brought to tears when he couldnt 
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| DEXTERITY 30: Dodge gis blaster 501, blaster 
artillery 4D, panicle blasters AD+e | 
KNOWLEDGE 20+2. L 
| MECHANICAL 30: ee operation: AAT 50, 
_ pepulsorlift operation: STAP SD : 
PERCEPTION 40: Search SD+1 
| STRENGTH 2042 
TECHNICAL 30: 
_ Droid repair 4D, eocurty 3D+2 
EQUIPPED WITH: : 

e Movement sensor (+2 to search for moving 

objects up to 75 meters away} : 
C Blaster rifle (6D+2) 
e Continuous carmmand link to control ship 
SIZE: 1.7 meters 











DENTERITY 40: Dodge 4D, Secs 5D+1 

KNOWLEDGE 3D 

| MECHANICAL 30 : 

PERCEPTION 3D: Search 6D+1 

_ STRENGTH 20+1 

TECHNICAL 2D+2: Security 4D+2 

EQUIPPED WITH: 

e Movement sensor {+2 to search for moving 
objects up to 100 meters away) 

© 2 twin blaster cannons (6D each} 

¢ Internal energy shield generator [immune to char- 

_acter scale energy weapons) 
_e Continuous command link to contro} ship 
SIZE: 1.6 meters : 
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Where’s the Dungeon of the Dead? 


How do | navigate the perilous 
Beholder Maze? 


When will | run into vampires? 


yourself eventually as you wander 
EverQuest’s world of Norrath. But why 
spend 400 frustrating hours clueless, lost 
and struggling to make that next experi- 
ence level? Instead, take our guided tour 
of the Norrath’s three major continents: 
Antonica, Odus and Feydwer. Not only will 
we give you a bird’s eye view of all the 
hottest spots to visit, but we’re gonna 
show you beginners out there the fastest 
way to make cash and experience in your 
home zones. 
Here’s a time-tested survival kit to 
exploring EverQuest. Don’t leave home with- 
out it. 


By the /) Gamer Sai 


Ts are questions you're gonna ask 
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ANTONICA 

Antonica is the motherland of 
Norrath, the largest of its five 
continents and home to its two 
largest cities—Qeynos and 
Freeport. The land is defined by 
its diversity; the terrain ranges 
from arctic wastes to scorching 
sands, while the civilized races 
consist of diminutive halflings 
to towering ogres and everything 
in between. 

The continent is essentially 
divided into two halves, sepa- 
rated by the Highpass Mountains. 
Qeynos, Everfrost and the 
Karanas dominate the 
north/western half, while the 
south/east is comprised primar- 
ily of Freeport, the Commonlands 
and the desert Ro. Traveling 
cross-continent is not a trip to 
be taken lightly; it is a long and 
dangerous journey—you may 
run into a 40th-level cyclops— 
and the trip should not be 
attempted until you have some 
experience under your belt. 

Meanwhile, there are many 
places to explore in Antonica on 
both sides of the continent, but 
be wary of the wildlife. Hill giants 
and griffons—both of which can 
pound you for as much as 100 
damage per shot—roam the vast 





countryside of Karana and the 
Commonlands, the continent's 
two largest open areas. Mean- 
while, those traveling in the 
desert of Ro would be wise to 
avoid contact with the 30th-level 
sand giants and aptly-named ter- 
rorantulas which can slay a 
15th-level warrior with just one 
poisonous sting. 


EASY EXPERIENCE: Once you've 
outgrown the easiest areas in 
the west, the hills of Qeynos and 
the open tundra area of Ever- 
frost are good spots to find 
wildlife suitable for hunting, 
ranging from 7th-level snow 
leopards to 13th-level mammoth 
calves. Good prey, including 
giant bats and a variety of lions, 
can also be found in the 
Karanas, though you are advised 
to stay close to the guard tow- 
ers and keep a careful vigil for 
wandering hill giants. 

Across the continent, the 
ever-green glade of Misty 
Thicket—located next to the 
halfling village of Rivervale— 
is an excellent area for 
improving your skills, all the 
way up to 13th or 14th level. A 
good-aligned adventurer who 
starts his career in Freeport 





HAND SOLO 


If you want to thumb through cool places like the Estate of 


Unrest, our Norrath travel guide will come in handy. 
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BLACKBURROW: The only passage between 
Qeynos Hills and Everfrost Peaks, the home of the 


gnolls of clan Blackburrow is the most popular 
low-level dungeon in the land. However, when 
someone yells “train” head for the exit—you 
might be able to handle two gnolls at once, 
but not 15! 

































SPLITPAW):: In the center of the land of South 
Karana rests a small cave leading down into the lair of 
the gnolls of clan Splitpaw. Defeat the gnoll shamans 

and you may walk away with a Runed Totem Staff, one | in 
of the more popular spellcaster weapons in the land. 





PERMAFROST: The entrance to this chilling dungeon is a stone 
fortress nestled into the southern rockface of Everfrost Peaks. Three 
Ice Giants stand sentry, but a secret entrance far to the east of the 
fortress gives you safe passage into this unsafe place. 


BEHOLDER MAZE: The most popular passage through 
the mountains that separate Qeynos and Freeport. Keep to 
the right and run like heck, lest the minotaurs and brain- 
smoldering evil eyes that roam this maze-like gorge lock 
their sights onto you. 






























HIGHPASS HOLD: One of the rare 
non-starting towns where you can find 
a bank, this wilderness community 
rests way up in the moun- 
tains. However, powerful 
orcs and gnolls often ram- 
page through the town, and 
the guards aren't always 
there to protect you. 


BEFALLEN: The entrance to 
this dungeon of the dead is nes- 
tled in the sand dunes along the 
southern edge of the Western 
Commonlands. Shadowknights 
drop keys to the lower levels 
when defeated, allowing you to 
work your way toward danger- 
ous elf skeletons and the 
powerful mummy Colonel 
Windstream. 


GYPSY CAMP: In the Oasis of Marr, 

just off the coast of the Ocean of Tears, lies 

a gypsy camp where you can purchase rare 

spells and magical combine weapons. 

Just watch out for wandering sand giants 
and dry bone skeletons! 


ule Swamp 
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may want to consider making the trip to 
Rivervale and finding a skilled spell- 
caster to make the peaceful town his 
permanent residence. Once you hit the 
teens, try skinning the gators in the 
Oasis of Marr for some of the fastest 
experience anywhere. 


FAST CASH: If you start your adventur- 
ing career in the West, no area is more 
lucrative than the snowy lands of Ever- 
frost; just about everything you kill 
carries cash and/or sellable items. As you 
increase to about 6th level or higher, look 
to gnoll-infested dungeons like Black- 
burrow and Splitpaw. As your levels work 
up to double digits, you will benefit from 
stalking bandit and gypsy camps in the 
Karanas. In the east, the money will start 
to flow once you can take on orc and ban- 






ERUDIN: Home to those adverittirers WhO take their 
start in Odus, the city is connected by a series of tele- 
porter pads. The only way off Odus to the mainland is the 


Qeynos boat located at the city docks. 


SILVER BRIDGE: 

Separates Upper Toxxulia (newbie 
monsters) and Lower Toxxulia (tougher 
creatures like skeletons). Unfortunately, 
the bridge is usually guarded by a 
hulking troll named Rungupp, who loves 
to cast Blindness on you. 


KERRA ISLE: 
Swim straight out from 
Elial Brook’s dock and youll 
eventually hit the island home  * 
of the cat-like kerrans. 
Recommended for hardy parties; _ " 7 
the kerran pridesman can teara |» 

single adventurer apart. 


THE HOLE: The skeleton mine in the southern section of 
Toxxulia Forest serves as the entrance to the Hole and the necro- 
mancer city Paineel within. Foul creatures sleep in the deep dungeons 
beneath the surface. The Hole should be available as a free down- 
load from 989 Studios within the next*two months. 
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Ne iA we 
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dit camps in the Commonlands, as well 
as the dervish camps in Ro. With a good 
group, you can start tackling these places 
as low as 8th level. 


ODUS 

Ah, peace and quiet. If you're looking for 
a lot of space and ample low-level mon- 
sters to harass, the least-traveled continent 
in Norrath, the western-most Odus, is the 
place to be. Currently only two zones out- 
side the starting city of Erudin are 
supported, Toxxulia Forest and Kerra Isle, 
and the Forest gets really, really dark after 
8 p.m. so bring your infravision. 


EASY EXPERIENCE: Newbies should stay 
close to the Erudin entrance and try their 
hands at kobold runts, moss snakes and 
decaying skeletons. Don’t make the mis- 
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SPIDER ISLAND: In addition to giant snakes, kerran 
spiders and mad sailors, this small isle in Erud’s Crossing hosts vam- 
pire bats and a sunken ship guarded by zombie pirates. 


take of attacking an innocent-looking 
pixie—you'll be roasted faster than a 
turkey in November. Once you've 
advanced to 4th level or so, cross the sil- 
ver bridge and head to the south of 
Toxxulia Forest. There you can battle 
kobolds at various camps and slug it out 
with the deadlier 6th-level skeletons. For 
8th or higher level parties, head out to 
Kerra Isle and pound kerran males and 
females, while avoiding the ultra-dan- 
gerous kerran high guard. 


FAST CASH: Go for the kobolds! If you're 
just starting out, hunt down kobold 
runts; once you tackle 3rd level, you can 
try your hand at the more advanced 
kobold watchers and the like. On aver- 
age, these furry werewolf-looking guys 
ring up one or two silver each time, and 




























Erud's 


Crossing 





KOBOCLD CAMP: 

These tents are home to a steady 
spawn of kobold sentries, shamans and 
watchers. Great for silver, bags to carry 
your stuff in and solid experience up 
through 6th level. 


occasionally you'll get lucky and score a 
large bag or belt pouch. Don’t sell these! 
It’s usually better to keep storage items 
to increase your holding space. What else 
is lucrative prey? Third level or higher 
characters can go after Fire Beetles— 
their eyes provide a light source in the 
dark forest and can be sold for two or 
more silver apiece. Finally, unless you're 
a necromancer and want the bone chips, 
avoid skeletons—they give you zippo in 
the coin department. 


FEYDWER 

To the east of Antonica, across the 
Ocean of Tears, lies the continent of 
Feydwer. This enchanted place is home 
to many of Norrath’s wee-folk—dwarves, 
elves and gnomes, as well as pixies, 
faeries and the ill-tempered brownies. 






THE CHESSBOARD: Cut a right when entering 
Butcherblock from Faydark and you'll come to the crumbled. 
remains of an enormous chessboard. There you can-fine-tune~ 
your combat skills on undead pawns, bishops, knights and.kings="~ 


towering skeletons that stand 15 feet tall. 


THE ESTATE OF UNREST: 


However, Feydwer is also home to 
some of the lands most terrifying 
locales. The underwater city of Kedge 
is located beneath the waves of Dag- 
nor’s Cauldron, while just beyond Lesser 
Faydark lies Mistmoore Keep, home to a 
53rd-level vampire. 


EASY EXPERIENCE: If it’s experience 
you're looking for, Butcherblock is your 
best bet. There is a large variety of 
wildlife, and guards are located through- 
out the zone that can protect you if a 
fight goes awry. Find your way to a three- 
way fork known by the locals as “The 
Crossroads,” set up camp and you're 
golden. At higher levels, the Chessboard 
with its undead pawns, knights and bish- 
ops is excellent for experience, but 
miserable for cash. 


CRUSHBONE CITADEL: Not far from Kelethin 


FAST CASH: If you're looking for easy 
money in Feydwer, try the various orc, 
goblin and bandit camps in Faydark and 
Butcherblock. You'll need a decent- 
sized group to handle these camps, 
since targeting one monster in the 
group usually brings them all running 
your way. At higher levels, one of the 
best cash-spots is Butcherblock’s Orc 
Oracle camp, around the mountain and 
not far from the Chessboard. The ban- 
dit camps in Lesser Faydark are also 
lucrative, though the Sarge sua are 
more dangerous. 


The |Q Gamer staff would love to 
spend a month investigating the world 
of Norrath, but they have absolutely 
no desire to explore the dark cav- 
erns of Uranus. 


there is a cave that leads to the place most of Feydwer's orcs 


sador Dvinn. 






call home. Venture into the citadel itself and you may come 
face-to-face with Emperor Crush and his vile dark-elf aide Ambas- 





Head to the right along the shoreline in Dagnor’s Cauldron and you'll 
come to a cave leading to the Estate of Unrest. It’s perpetually night 
in and around this rickety old house, teeming with ghouls, screeching 
hags and giant prowling hands. 








THE WINDMILLS OF STEAMFERONT: 
This is a popular meeting place just outside the gnomish city 
Ak’anon, with prey ranging from clockwork rodents to ebon 
drakes. Just beware the rampaging minotaur hero who occa- 
sionally romps through the area, killing everything in sight. 





AUGUSTi999 wes 























| im Wa ‘t look now, but Recurring Nightmare 
i } B) decks seem to have survived the nightmare 
am® of recent bannings. In the post-Classic 
Edition world, the combination of Survival Of The 
Fittest and Living Death is still really powerful. 


How to Play 

Because this deck uses Survival Of The Fittest and 
plays a wide assortment of creatures, you can go find 
the perfect creature for any situation that arises. 
Most of the creatures in this deck have some sort of 
useful “187” ability; that’s the slang for an ability 
that triggers whenever a creature comes into play. 
Faced with a nasty artifact? Go get the Uktabi 
Orangutan. Being Maro-ed to death? Time for the 
Bone Shredder. Jackal Pups beating you down? Block 
with a Wall Of Blossoms. 

Once you get Oath Of Ghouls, Living Death or Cof- 
fin Queen up and running, you can use these creatures 
over and over again to get further ahead. Eventually, 
you'll attack and kill your opponent, but that isn’t 
really why the deck wins; blowing up just about every ene crea- 
ture, artifact or enchantment that your opponent plays is what 
makes your game. 

You have to like to think strategically if you play this deck. 
Once you put Survival Of The Fittest on the table, you'll have to 
make a lot of decisions about exactly which creatures you go 
after with the Survival. When playing this deck you must know 
the contents of your library by heart. If your opponent is attack- 
ing with lots of creatures, it’s obvious that you want to kill or 
block them. However, not everyone's strategy is so apparent. If 
you think he’s going to cast Show And Tell to get Mind Over 
Matter into play, you'll want to have Monk Realist ready—or at 
least have Survival mana untapped so you can get the Realist as 
a response to Show And Tell. If he’s building up to some expen- 
sive spell, then you want to figure out how much mana he needs 
and prevent him from getting there with Avalanche Riders. Afraid 

he might cast Hatred and kill you? Go get the Spike 
~ Weaver. If you ever run out of creatures to Survival 


» il 
t he Ss ca ieck < 
ARTIFACTS GREEN 
2 Scroll Rack 4 Birds of Paradise 
BLACK 3 Hermit Druid 
41 Bone Shredder 1 Spike Feeder 


1 Coffin Queen 1 Spike Weaver 
‘1 Gravedigger 4 Survival Of The 


QUEEN OF NIGHTMARES Coffin Queen 
* fills up your opponents graveyard 


away, don’t eee that while you fill up your own. 


you can pay three red mana to bring Shard Phoenix back to your 
hand during your upkeep. Even when it costs you one or two 
life by using painlands, it’s usually worth it. 

When your opponent isn’t doing something threatening, it’s 
time to implement your own game plan. You almost always win 
by casting Living Death and bringing a huge number of crea- 
tures into play all at once. The best way to set up this gambit is 
by casting a Hermit Druid and activating it several times. It’s 
almost always good to fatten up your graveyard. And once you 
have a bunch of creatures there, Oath of Ghouls and Living Death 
become really powerful. It also gives you lots of options if you 
draw Coffin Queen or Volrath’s Stronghold. If you don’t already 
have an Oath or a Living Death, then you can use the Hermit to 
randomly spill one into the graveyard where you can retrieve it 
using an Anarchist or Monk Idealist. If you have the time, try to 
Survival one of these creatures into your hand before the Druid 
puts them into your graveyard. 


1 Anarchist 

1 Avalanche Riders 
1 Mogg Fanatic 

41 Shard Phoenix 


LANDS 
2 Brushland 


3 Living Death 
2 Oath Of Ghouls 
1 Phyrexian 
Plaguelord 
1 Thrull Surgeon 


BLUE 
4. Tradewind Rider 
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Fittest 
41 Uktabi Orangutan 
3 Wall Of Blossoms 
1 Yavimaya Granger 


We 
1 Monk Idealist 
1 Monk Realist 


4 City of Brass 

6 Forest 

2 Karplusan Forest 
1 Mountain 

2 Reflecting Pool 

2 Sulfurous Springs 
3 Swamp 


41 Volrath’s Stronghold Sp 







‘ad trademark of Wizards of the Coast Inc. 





Phato courtesy Everett Collection. 


C “There may be certain side 
effects,” Billy remembers the guy in the white coat saying. 


Weaknesses 
There are a couple of strategies that can give you trouble. Really 
fast decks can sometimes outrace your defenses, especially if they 
draw multiple Wastelands. Try to play basic lands first so you can 
build up your mana-base and cast your expensive spells. Hermit 
Druid is a great way to make sure you don’t miss any land drops, 
but if your opponent can easily kill the Druid, you should Survival 
for Wall Of Blossoms instead. 
Combo decks are probably your worst match-up. Try to blow up 
whatever permanents you can. Often, an opponent with a combo 
deck will only play land until he is ready to win, but make sure you 
destroy his Grim Monolith as quickly as possible if he plays one. 





How to Sideboard 

It should be obvious which sideboard cards you want to bring in for 
any given match-up—whichever cards hose your opponent's strat- 
egy. The Taskmasters -1/-1 ability against other black creatures 
wrecks Suicide Black. Daring Apprentice’s countering ability is great 
against combo decks. Life gaining beats Sligh, etc. 

The toughest match you'll run into is the mirror match-up. 
Against another Death deck, you should take out Oath Of Ghouls 
because your adversary could easily have more creatures in his 
graveyard than you do. Instead, you should bring in two creatures 
that allow you to set up an infinite combo—a Blood Vassal and a 
Cathodian. Make sure you get a Phyrexian Plaguelord and an Anar- 
chist into your graveyard or into play along with both of these 
creatures. Now, cast Living Death. Return the Living Death to your 
hand when the Anarchist comes into play. Sacrifice the Blood Vas- 
sal for two black mana and, using the Plaguelord’s ability, kill the 
Cathodian so you'll have three colorless mana. That’s just enough 
to cast Living Death again. Keep repeating the cycle. Once you set 
up this loop there are a couple ways you can win: Sacrifice a Mogg 
Fanatic for one damage per loop or run your opponent out of cards 
by forcing his Walls Of Blossoms into play over and over again. 
Just remember to use a Gravedigger to return your own Walls to your 
hand, so you don’t accidentally deck yourself. 


Randy Buehler thinks this infinite Death combo is nothing? You 
should see the one that uses Skirge Familiar, Treasure Hunter, 
Scrivener, Gravedigger, Cartographer, Monk Idealist and 
two Anarchists! 


MiTIS ONLY * 
A CARD 
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ROCK’N ROLL 


he gang’s all here and ready for a night on the 
town. With the Icatian Moneychanger working 
= the door and Soldevi Simulacrum sitting in as 
the drummer for Def Leppard, this deck has it all. 
Opening acts include the Rolling Stones, Iron 
Maiden, various Elvis impersonators and the Beat- 
les... or is that “Beetles”? We guarantee you won’t 
be singing the blues. IE Randy Buehler, roadie 


CKS for your other favorite CCGs == 
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at least as important as being able to fight in the Baby- 

lon 5 (B5) universe. In fact, in some ways it is even 
better. As you grow your alliances, your opponents become 
lulled into thinking of you as a friend. More fools they! 


Y: don’t need to be a tyrant. Being able to talk fast is 


Deck Concept 

This deck is built around a powerful diplomatic corps and the 
ability to keep the universe a peaceful place. You win by form- 
ing alliances and closer ties with your opponents. In the end, 
you call on the full might of the minbari and humans to shape 
the universe. Plan to win diplomacy conflicts early on and then 
switch to a power-grabbing agenda late in the game. Feel free to 
tweak the deck to more readily fit your B5 collection; almost any 
diplomacy-oriented card is welcome. 


How to Piay 

The Fast Talkers deck really lets you throw your weight aan. 

Your first goal should be to lower overall tensions and then work 
your way into a couple of lucrative Alliance conflicts and Trade 
Pacts. Start bringing out ever more powerful characters and really 
sock it to your opponents with Test Their Mettle, Saber Rattling 
and The Great Machine. The great thing about The Great Machine 
is that even if you lose, you win. It feeds Babylon 5’s influence 
and that, in turn, helps keep the universe peaceful. You don’t 
want a war. 

Use Consolidated Position and United Front on the first turn 
to give Delenn a boost to her diplomacy and some aftermath pro- 
tection. As soon as you can do it; bring out the Disaffected Human 
and promote him to the inner circle. After that, your goal is to 
bring out as many diplomacy high-rollers as possible and win 
diplomacy conflicts. 

Your characters are the heart of this deck. With the Disaf- 
fected Human, you have the cream of both the humans and minbari 


the deck 


CHARACTERS 

1 Acolyte 

1 Delenn 

Dhaliri 

Disaffected Human 
Durlan 

Fredrick Lantz 
Hedronn 

Luis Santiago 
Mary Ann Cramer 


2 Alliance 


1 Officer Exchange 

1 Saber Rattling 

2 Test Their Mettle 

1 The Great Machine 
2 Trade Pact 


2 Affirmation Of Peace 
2 Affirmation Of Power 


1 Consolidated Position 


768 


41 Miagi Hidoshi 
Minbari Aide 
Rathenn 

Senator Voudreau 
Shakat 
Warleader Shakiri 





A Brighter Future 
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AGENDAS 
2 A Rising Power 


“1 Support Of The Mighty 


EVENTS 

2 Affirm Alliance 

2 Diplomatic Blunder 

2 Level the Playing Field 
1 Liberating Resources 





S String the other alae 
tua vith happy talk, then play cards like 
Alliance to defeat them. 





at your disposal. Use 
their special abilities. You can use Mary Ann Cramer, Rathenn and 
Luis Santiago to lower tensions. Where possible, use Affirm Alliance 
to get these cards out and into the inner circle. 

The human player will have kittens when he realizes you are 
planning to draw out all of his best characters. Let him worry and 
scramble to get the best humans out before you. Whenever you have 
a choice of sponsoring a human or a minbari, pick the human. If by 
some strange twist of fate another player starts using the Disaffected 
Minbari on you, use Hedronn to keep his traitorous minbari in check. 

You should get most of your influence from well-played con- 
flicts. Alliance is your best card. Once tensions are low enough, you 
and a partner can get several influence by playing this conflict. 
You could even win the game after three shrewdly played Alliances! 

You just need to convince the other players that being on your 
side is in their best interest. Alliance isn’t the only card that is 
played this way. There are a couple of the classic Trade Pacts in 
this deck as well as the more recent card, Officer Exchange. Offi- 


1 Meditation 

41 Political Realignment 
4 Popular Support 

1 Self Doubt 

‘1. Short Term Goals 

2 Silver Tongue 

41 Subliminal Influence 
1 Trade Windfall 


1 Triluminary 
1 Upgraded Defenses 


FLEETS 

2 Deep Space Fleet 
1 First Battle Fleet 
2 Deep Space Fleet 


1 LOCATION 
AFTERMATHS 41 Minbar 
2 Refugees 
3 United Front STARTING HAND 
Delenn, Disaffected Human, 
Consolidated Position, United 


Front. 


GROUP 
1 ISN 


ENHANCEMENTS 
1 Peaceful Solutions 
1 Pulling Strings 


“Babylon 5" ™ and © Warner Brothers, Precedence Entertainment authorized user. 


Photo courtesy Foto Fantasies. 





ce 
A, | Use your diplomats to 
talk trash, but avoid war at all costs. 





cer Exchange will fetch 
you an influence, and 
you and your target can lead each other's fleets. Just show them 
Warleader Shakiri, and the deal should go through. Of course, you'll 
have no intention of actually letting a war start, but don’t tell them 
that. Examine the other conflicts for their influence potential and 
use Minbar to enhance the effect. 

The event cards are varied and powerful as well. Make use of 
them. Use Diplomatic Blunder to wipe out opposition to your con- 
flicts by zapping other player's high-diplomacy characters before 
they can even think of using them. Use Meditation to give you cards 
when you are stuck and Liberating Resources, Short Term Goals and 
Trade Windfall to give you a useful influence when you need it, but 
don’t forget, this last card now costs seven influence to play. Protect 
yourself from higher unrest with Subliminal Influence and Political 
Realignment. Other cards like Silver Tongue and Popular Support 
can give you a useful diplomacy boost. Save them for the moment 
when all seems lost. 

Use Babylon 5 and tension-lowering cards to keep the universe 
peaceful. You can get up to 33 influence from the conflicts in this 
deck and up to 11 power from the agenda Support Of The Mighty or 
seven power from A Rising Power. The best strategy would be to 
bring out the agenda A Rising Power early in the game and use the 
+5 diplomacy it gives you to win conflicts. You can even win with 
just the power boost this card gives you from your Ready character's 
diplomacy. Switch to Support Of The Mighty for a game-ending bar- 
rage of power from all of those mighty diplomats in your faction. ° 


Weaknesses 

War in all of its forms is your enemy. You may want to tweak the num- 
ber of fleets in the deck to suit the playing style of your group. Use 
the cards Peaceful Solutions, Refugees and A Brighter Future to snuff 
out conflicts and make them less profitable. Better yet, use Mary Ann 
Cramer, ISN and Affirmation Of Peace to keep tensions from ever get- 
ting high enough to start a war. If a war does start, use your fleets 
to kill weaker fleets involved in war conflicts when 
you can. 

You are most susceptible to a war with the humans. Your 
tension starts higher with them than anyone else. Get Mary Ann 
Cramer to do a few in-depth reports on how great the minbari and 
humans are getting along and lower that tension. You can also use 
Louis Santiago to lower it. It doesn’t hurt to have the president on 
your side! m6) 


Sandy Clark lives in Knoxville, Tennessee where his growing 
collection of B5 CCG cards waits to bury him in a freak domes- 
tic accident. 


ARN TERMINATOR 









his deck is designed to kiil, kill, kill! Use G’Kar 
to build on the first turn and play Mu Tai Exhibi- 
tion to get enough influence to sponsor Tu’Pari 


on turn two. 

Later, sponsor the Centauri Telepath and use him 
with Ranger Operations to kill cards before they are 
played. Witness Protection, Rogue Soul Hunter and 
Soul Hunter can be used to raise an army of the 
undead. I Sandy Clark 
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hat comes to mind when I say Rolling Stones? The 
greatest rock ‘n roll band ever? Nope. If you're a 
true Magic player, music doesn’t even enter the pic- 
ture—you're thinking walls, and lots of ‘em. Better than a 
handful of Glyphs and a single Animate Wall, the white 
enchantment Rolling Stones finally gives walls equal rights 
and lets them play like all the other creatures in Dominaria— 
mean and nasty. 


1. Theme 

Hmm, might it be walls? The only creatures allowed in this deck 
are walls and, since they'll be doing their fair share of attacking, 
all walls with a zero power were eliminated right off the bat on 
principle. Those that could be pumped up, like Thunder Wall, 
were granted a stay of execution. 


2. Colors 

Like a kid in a candy store, there are so many powerful-for- 
the-mana walls, that it’s tempting to put everything in. I fell 
into that trap and originally went with an evenly split red, 
white and blue deck. Mana problems ensued; I never seemed to 
draw the right land to cast the wall or spell I needed. Agoniz- 


STONE WALLED Capsize and counterspells 
provide stalwart defense, while suddenly 
offensive walls flatten the opposition. 
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la S (Don’t laugh. They'll kick your heinie.) Dy Mike Searle 


ingly, I paired the deck down to primarily blue and white with 
a tiny splash of red. 


3. Creatures 

My toughest decision was not to include red walls in the mix. 
With tremendously cost-effective walls like the 4/1 first striking 
Wall of Razors for two mana and the 5/2 Blistering Barrier for 
three mana, red had some killer creatures. However, “Wall Street” 
worked better as a defensive deck which slowly built up, and red 
just didn’t fit into that equation. 

Left with blue and white, I compared each wall’s casting 
cost to its power/toughness or special ability and came up 
with some real winners for the mana. In the three mana range 
for blue, the 1/5 flying Wall of Air bolsters your defense, 
while the 0/2 flying Thunder Wall is +1/+1 pumpable for every 
blue mana available. In white, both the 3/5 flying Wall of 
Swords and the amazing 5/6 flying Sunweb clock in at four 
mana apiece. Great bargains. For four colorless, your 0/6 
Mobile Forts and Walking Walls can both become 3/5 attack- 
ers, which allows you to take the offensive even if Rolling 
Stones isn’t on the table. 

Five mana supports your colossal 7/4 flying, first striking Illu- 
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WALL STREET 
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sionary Wall; just make sure you have ample blue to pay for its 
cumulative upkeep. Five also nabs you the Snow Fortress; pumpable 


either offensively or defensively, the Fortress can, for three 
mana, deal damage to attacking creatures—excellent for 
picking off annoying flyers or shadow guys. 

Left with a ton of mana or nothing to cast in a turn? You 
can always drop a Shifting Wall and make it as big as pos- 
sible. With this deck, the Shifting Wall is the best bargain 
in Magic. 


4. Spells 

Since you can't be guaranteed a speedy attack, especially if 
your walls are sitting at home waiting for a Rolling Stones 
to hit play, the most logical choice is to build a defensive con- 
trol deck. How do you do that? Best place to start is with 
control cards like Counterspell and Capsize. 

The cheapest, most effective countering on the planet is 
Counterspell, so the maximum amount of four are in the 
deck. Though Dismiss costs two blue and two others, I've 
included two, since once you reach the four-mana plateau 
you'll be able to counter and draw a card to replace the Dis- 
miss you just used. Of course, two versatile Disenchants are 
shuffled into the mix to pick off disruptive artifacts and 
enchantments that get in the way. 

Once you climb to six mana, you'll be able to utilize the 
most powerful spells in the deck: Capsize and Confiscate. 
Both are no-brainers. Capsize forces your opponent to bounce 
a permanent back to his hand, and with buyback, you can 
repeat this every turn. Remove a deadly creature, eat up 
your opponent's mana by making him replay an expensive 
card—it’s your choice; you control the environment at that 
point. Then you've got Confiscate which lets you grab any one 
of your opponent's permanents—never a bad thing. A Pesti- 
lence slip through your screen of counterspells? No problem. 
Confiscate it and stop worrying. 

Worthy Cause may look a little tame, but have faith— 
teamed up with big-toughness walls, this buyback instant is 
a life-gaining machine. 'If your opponent tries to kill one of 
your walls, or you're on the edge of death, suck up some 
quick life. It’s like a $75 Diamond Valley for a quarter. 

Finally, there's a splash of red in the deck for two Blazes. 
Odds are your walls will be able to stop most creature threats. 
However, just in case, blast out a Blaze to eliminate that 
one big pain in the derriere or to take out your opponent 
when the battlefield’s stalemated. 


5. Lands 

Forty percent land is a good mix for this deck, which needs 
six mana in play for peak efficiency, so 24 out of your 60 cards 
are lands. Because it’s a slow, defensive deck, I’ve included 
a lot of cycling lands for extra cards once the mana starts 
rolling in. Also remember that unless you're playing against 
land destruction, you only need one Smoldering Crater for 
Blaze and should cycle away the rest for new cards. 


No one fears walls, and that’s to your advantage. Build 
a steady foundation, lull your opponent into thinking 
you're playing Sim City or something, then wham—drop 
a Rolling Stones and “wall up” your opponent like there’s 
no tomorrow. @ 


Editor Mike Searle desperately wanted to work the Wall 
of Kelp in here somewhere, but common sense prevailed. 





HONOR 
anna earn the poor lowly walls a little respect? 
Play your cards like this: 


CAPSIZE: Your key defensive 
card. Great for bouncing back to 
opponent’s hand any major 
threats on the table, usually big 
flyers or annoying artifacts. In 
combat, play sneaky by returning 
your walls to your hand—after 
they've dealt damage. 


DISMISS: The counterspell 
with a kick, Dismiss thwarts 
your opponent's card and gives 
you one in the process. Always 
use this over a Counterspell if 
you have the mana, since it'll 
help speed up your deck. 





































DRIFTING MEADOWS: 
Rarely cycle this land the first 
time; you need at least one white 
to play your ever-precious Rolling 
Stones. Same goes for the Smol- 
dering Craters and playing one 
for your Blazes. After that, each 
cycler is a new card. 


‘ILLUSIONARY WALL: A 
huge, huge 7/4 first strike flyer. 
The drawback? it’s got a cumula- 
tive upkeep of one blue mana 
each turn. In other words, don’t 
play this big guy until you have 
ample blue and clear sailing over 
your cpponent’s blockers. 


ROLLING STONES: The 

card that makes the deck go. 
You can win without this in play, 

but it’s fearsome when you have 
acheap 5/6 flying Sunweb and 
12/12 Shifting Wall plowing in 
for the kill. — 
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t's “Star Wars.” Does much more need to be said? Well, 
that depends on why you went out and bought all those 
packs of the Young Jedi CCG, the latest collectible card 
game from Decipher. If you just want to look at all the pretty 
pictures, go ahead, but there’s an awesome game in there with 
a surprising amount of strategy for a supposed entry-level 
game. After you've familiarized yourself with the rules and 
sorted all your cards, read on to get running with deck-build- 


82 INQUESTGAMERS2 





¢ 
5 
EF 
3 
z 
8 
6 
$ 
zB 
5 
£ 
Ss 
S 
& 
a 
a 
Fa 
g 
a 
é 
= 
-e 
a 











ing and playing strategies. Or, if you've just got all those cards 
sitting in a binder, entertain yourself by seeing how many 
times the term “battle droids” appear in these pages and 
whether or not we spelled “Qui-Gon Jinn” correctly. 


Characters. With 30 of the cards in your deck coming from this 
category, characters are clearly the centerpiece of your arsenal. 
When choosing which characters to include, there are two main fac- 
tors to consider: theme and balance. 

First, since many of the weapons and battle cards are geared 
toward a specific group of characters, at least a third of your deck 
should be dedicated toward a theme. Your theme can be battle 
droids, podracers or Tusken Raiders... jawas, gungan or royal 
guards. It doesn’t matter which you choose; just make sure you own 
the weapons and battle cards to back them up. 

The second consideration is deploy cost. Your goal should be 
to play as many cards as possible each turn—ideally three on aver- 
age. This means balancing your deploy costs. If you load up on 
characters with a deploy cost of three or more, you'll find your deck 
sputtering out often. An effective deck is built primarily around 
one- and two-cost characters and weapons, and supplemented by 
a few higher-cost characters. 

Characters that cost three or five to deploy, such as Anakin Sky- 


TURE eee | \”2uccr and Darth Sidious, are 
are key to victory; they hoost worth special attention. For 


strength and replenish your hand. pienroune ny yO 
Saw want to be able to deploy 


these with a one-cost card—and also a two-cost card 
if you have the extra points to spend. To ensure a 
good flow, you should have at least twice as many 
one-cost cards as your combined total of three- and 
five-cost cards. 

Weapons. Weapons are critical, not only for 
increasing the effectiveness of your characters in bat- 
tle, but also for helping to refill your hand during 
your opponent's turn. Each card you draw when check- 
ing the chance cube for a weapon is one more option 
for cards you can deploy when your tum rolls around. 


You have six points 
to spend to put cards into play 
Bach turn, 


> Usually ranges from 
7 to G. in Anakin’s case, the 
picture of Watto’s chance 
cube means you draw destiny. 


Jus) Dets represent 
power honuses at specific 
facations. Anakin rocks at the 
Potirace Arena. Hah. Racks. 


A little 
quote trom the movie. 


The amount of damage 
you take if the character hites it. 





weapon or ruthless-sith-iord-to-he. 


Anakin Skywatker 


“You mibst 
Gui-Gon finn 








There a wide variety of potent weapons, but make sure at 
least half the ones you put in your deck are usable by any 
character. For example, a Tatooine Thunder Rifle is more potent 
in the hands of a Tusken Raider, but it can still be used by any 
character. The STAP, on the other hand, can only be used by 
battle droids so the weapon’s use is limited, even if you load your 
deck with battle droids. 

When using character-specific weapons, you should generally 
include no more than one for every three characters. For example, 
if you have 10 podracer pilots in your deck, limit yourself to three 
podracers. If you want to put two lightsabers in your deck, you'll 
want about five or six cards capable of using them. 

Battle Cards. Unlike weapons, there are very few cards that can 
be used by any character, at any location; You Have Been Well 
Trained, Opee Sea Killer, Yousa Guys Bombad and The Negotia- 
tions Were Short are the only ones in the first set. You'll want to 
include a couple of these, as well as a few battle cards that work 
in conjunction with your theme—cards like Sniper, In Complete 
Control and The Federation Has Gone Too Far. However, be care- 
ful about using too many cards that require you to combine three 
characters. Not only is this a difficult situation to arrange, it may 
cause you to lose extra cards from unmatched opponents. 

Also, unless you have several of each rare, limit the number of 
cards that require two named characters, such as Counterparts, to 
one per deck and cards that require one specific character, such 
as Watto’s Wager, to no more than one or two of each. 

Locations and Starships. It’s always a good idea to include at 
least one transport and a couple of starfighters; the named starfight- 
ers—Bravo 1 and Darth Maul’s Starfighter—are clearly better than 
the generics. If your strategy relies on one particular location, 
such as the Podrace Arena, youll want to include four to six copies 
of that location. Be sure to include one of each planet and fill any 
gaps with extra copies of high-destiny locations. 


Starting Location. If you're going first, the first decision you need 
to make is an important one: Which planet should you start on? 
It depends on what you know about your opponent’s deck. For 
example, if you know your opponent is strongest on Naboo, you 


CARD ANATO 





The name of the character, is 

This number is used for 
chance cube draws. The higher 
_.. the better. 
Ps 
There will he different 
"wersions of characters in later 
sets {o reflect the characters’ dif- 
ferent roles in the fiim. 


There are six 
tifferent colors, and you must 
“jnelude 10 cards from each color 
in your deck. 


Stars are rare, crosses 
-“ameommen and triangles common. 


rave Jedi reflexes if you race pats.” 
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may want to start there, taking the risk that he will get an aver- 
age or worse draw and giving you an opportunity to steal an early 
victory. Alternatively, you may want to start on a neutral site like 
Coruscant. If you win the initial battle, you can afford to withdraw 
from your opponent's powerbase if the second fight takes place 
there—falling back to your most favored location. 

By the same token, you generally do not want to start on the 
planet that is most suited to your strategy. Having a superior force 
doesn’t do much good when your opponent can easily afford to con- 
cede the planet. Ideally, you'll want to be fighting on your best 
planet when you're up one to nothing or when the score is even. 
This way you can afford to amass an army and your opponent has 
no choice but to stay and fight. 

For example, suppose your deck is tailored to Tatooine. The 
game begins on Naboo, and your opponent wins the fight. Which 
planet should you move to? If you go to Tatooine, your opponent 
can just concede the planet, forcing you to wage the deciding bat- 
tle on a planet where you're at a disadvantage. 

Conceding. Remember that conceding is always an option, 
especially if your opponent has a stronghold on the planet and is 
forcing you to discard several cards per turn. In fact, conceding at 
the right time is an important strategic aspect of the game. You 
should almost always concede after your turn, not your oppo- 
nent’s. You don’t have to battle during your turn, and this gives 
you an opportunity to empty some of the unwanted cards in your 
hand by deploying them to the forsaken planet. It also effectively 
gives you two turns in a row. 

However, you should never be in too much of a rush to give 
up without a fight. Even if you've already taken a planet, don’t run 
away if both sides are relatively even. By sticking around, you 
force your opponent to expend more of his resources on that planet 
while you can afford to save your big guns for the next stop. 

Battle Cards. During your.turn, don’t be squeamish about pil- 


The first player 
to iin two planets wins the game. 





where the action is. 






The drawhack 
of winning is that you must leave some of 
your troops behind; they can he reshuffled 
into your deck if they successfully escape 
on a transport. 






a 
: When hattle begins, you 
must announce how many hattle cards 

You are using hy placing them from your 
hand face-down on the table, 






force. All characters at the location must 
participate in every hattle there, but you 
to not need te use all of your weapons. 
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TAG TEAM Wary your lead com- 
hatant from fight to fight to 
keep your opponent guessing. 





ing on the battle cards; better to win as many individual fights as 
possible than try to spread your victories out over multiple bat- 
tles. Of course, if it's your opponent's turn, you may want to save 
some tricks since you don't get to fill your hand until the end of 
your turn. However, keep in mind that every weapon you use in 
combat fills an empty spot in your hand, so if you have several 





















weapons in play, go hog-wild with battle cards. 

When using several battle cards and weapons, it’s 
generally best to spread the wealth, pumping up as many 
characters as possible rather than piling everything on 
to one bruiser. Even if your opponent has one huge char- 
acter, the odds don’t favor two powerhouses going 
head-to-head. Usually, the only way around a potent 
combo like Obi-Wan and his lightsaber is to win by attri- 
tion or to strand him there by conceding the planet. 

Sometimes, you will have more characters than your 
opponent, but due to weapons and/or location bonuses, 
he'll have a decided advantage. In these instances, you 
may want to consider holding back some of your better 
characters by putting them at the end of your battle 
plan, especially if you have good cards in your hand. Sure, 
Obi-Wan might get lucky and be paired against that lone battle 
droid, but he also might get cut down by that Tusken Raider 
who's wielding a Thunder Rifle. Better to keep Obi-Wan safe this 
turn so you can give him his lightsaber next turn and cause some 
serious pain. 

Battle Plan. When assembling your battle plan, shuffle 
all your cards together—including battle cards—before arranging 
them. This way, your opponent doesn’t gain an advantage 
by being able to watch where you insert your battle cards. Just 
before laying your cards down for battle, take a final look to make 
sure everything is in the desired order; there’s nothing more 
frustrating than flipping over a lightsaber only to find it attached 
to a Jawa. 

Before your opponent picks up his characters and weapons, take 
note of the power of his characters, factoring location bonuses and 
which weapons you think will go with which character. Assume 
chance cube values as a plus four bonus and use these numbers 
to help arrange your plan to give you the chance of winning as 
many battles as possible. 

Another factor to consider when arranging your battle plan is 
the battle card which gives a bonus to the first character in the 
battle plan: The Negotiations Were Short for the Light Side, and 
Opee Sea Killer for the Dark Side. If your opponent has been using 
this card, you might want to consider putting a scrub at the front 
of your battle plan. 

But beware: Do it too’often and he'll plan accordingly; don't 
always put your best character first. Mix things up a bit so your 
opponent can’t lock on to trends; keep him guessing. By the same 
token, keep a careful eye on your opponent. Watch for any hints 
his expression might give about the order of his battle plan, and 
remember that he will be reacting to what he thinks you are 
doing. If you're both into it, combat in Young Jedi is a lot like the 
battle of wits scene in “The Princess Bride” and just as fun. 


TO BE CONTINUED... 

If you've cracked open a box of the Young Jedi CCG and assembled 
a set, you've probably noticed that there aren't many cards 
that focus on Coruscant and Naboo. And of course, there are plenty 
of elements from “The Phantom Menace” that haven't been 
covered yet. Fear not; Decipher has two more sets on the way. 
As the card pool expands, there are sure to be plenty more 
deck-building options, but the general principles should 
remain the same. And now, my young Jedi, go forth and kick 
some Qui-Gon Jinn. ; @ 


IQ Gamer editor Jeff Hannes would love to see Magic and Star 
Wars merge up with cards like the Juzam Qui-Gon Jinn. And 
for God sakes quit straining your eyes: Battle droids appears 
five times. 






his deck focuses on one of the 
Light Side’s main scrub 

strengths: Royal Guards, Naboo 
Security and Bravo Pilots. All three 
can take advantage of the potent 
Naboo Blaster and they can team-up 
for a three-man attack with The 
Gueen’s Plan. With 18 of these loyal 
soldiers from which to choase you 
should have little difficult matching 
them with their weapons, and on 
Naboo and Tatooine, individual troops can be as high 
as 6 power plus a draw—and that’s before battle cards! 
There are a few other nice wrinkles as well: 

© If you have a choice, start on Tatooine; do your 
best to avoid being the one to put Naboo into play. 
Your deck favors battles at the Podrace Arena, which 
you put into play, and the Gungan Swamp, which your 
opponent must play. 

© The Eopie is probably the best all-around weapon 
in the game because it’s free, has a destiny of five 
and anyone can use it. It also gives a plus one bonus 
to Anakin and Padmé, both of whom are in the deck. 

° If you draw location or character-specific battle 
cards at the wrong time—namely Da Beings Here- 
abouts Cawazy and I’ve Been Trained In 
Defense—don’t hesitate to ditch them. The same 
goes for any extra Jawas you don’t play; their main 
purpose is to give you something to spend your extra 
point on when you play one of the named characters. 

¢ Try and save Mace Windu for Coruscant. Not 
only is it good to have your best character at your 
weakest location, he gets a plus one power bonus 
when fighting anywhere on the planet. I Jeff Hannes 
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Heroes of Mi 





g 


n army of wights and bone dragons are assembling 
outside your castle, ready to seize the day for dark- 
ness. Meanwhile, across the map, a band of zombies 
and skeletons are laying siege to one of your borderland 
keeps. One of your exploring heroes got ambushed by a 
pack of griffins and you're in danger of losing the race to 
get that key artifact before your opponent finds it. Yup, 
it’s just another typical day in the land of Erathia, the set- 
ting of the latest entry into the wildly popular Might and 
Magic series of games. 
Heroes of Might & Magic III is a turn-based strategy game that 
puts you in control of one of the many armies congregating in 


Me cathia, all in the hopes 
quiet town, but ultimately the most 
ferocious army is the victor. 
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of conquering the land. Everything including the kitchen 
sink went into this installment, as well as hundreds of 
heroes and monsters and a ton of scenarios to work through. 
Of course, assembling an army and staking a claim on a nice 
piece of Erathian real estate is no walk in the park. Eager to learn 
the ropes and rewrite the history of this proud land? Take 
a chance to familiarize yourself with the basics of the game, 
then read on... 


Recruiting Heroes 
As the title of the game suggests, heroes play a significant role 
in each scenario, as they are the primary force that explores the 
map and engages the enemy. You'll usually begin with a hero 


Heroes of Might and Magic Il ™ & © The 3D0 Company. 


that’s been assigned, and once you 
familiarize yourself with the hero 
types and their relative strengths 
and weaknesses, you can plan a 
strategy for recruiting others to 
bolster your ranks and more quickly 
accomplish your goals. 

The first thing you should keep 
in mind is balance. Your roster of 
heroes maxes out at eight per 
scenario, and you should maintain 
a somewhat even balance of 
magic-users and fighters. Keep in 
mind that not all heroes are suited 
to all roles. For example, it’s highly 
unlikely a barbarian will develop 
into a successful magic-user. It’s 
equally important to point out that 

















heroes should be selected to serve in different capacities. Choose 
one hero, perhaps a well-balanced overlord, to act as your 
general; this is the character that will fight most of your 
battles and will eventually be the one sent in to conquer 
opposing strongholds. Other heroes can be used for exploration, 
while some should stay at home for defensive purposes. 

For the most part, the various hero types are fairly even, but 
there are some that are preferable in the early going. With an 
unmatched attack skill, barbarians are great for quickly 
dispatching your enemies in the early going. Likewise, 
overlords and knights lend themselves well to purely offensive 
forces. For your first magic-user, opt for a warlock, who begins 
with a high power skill, or a wizard, who specializes in 
knowledge. While both these types will have a tough time 
battling it out in the first few weeks of a scenario, they have 
the best chance of growing into a general. 

After recruiting heroes, the next step is developing them. 
The key factor here is gaining experience, and hence levels, 
whether it’s through combat victories, finding treasure or 





























EXPLORE AND CONQUER Magic will help 
. you get a leg up on your foes in both 
exploration and combat. 





through a mystical map location. The improvement in primary 
skills when your heroes advance in level may be chosen 
randomly, but you can take a more active role in the selection 
of secondary skills, such as leadership, luck and diplomacy. 
The skills you should develop depend mainly on your hero type. 
Early in a scenario, develop skills such as scouting, which 
widens your hero’s scope of vision, or estates, which allows 
your hero to generate income. On the other hand, magic-using 
heroes should concentrate primarily on skills like intelligence 
and mysticism, since they improve your spell-point total and 
replenishment rate. 


Buliding an Army 

Once your hero roster is organized to your liking, it’s time to 
equip them with troops. What separates successful generals 
from those who opt for early retirement? The strength and bal- 
ance of his army, of course. More than a hundred creatures are 
available in Heroes III, ranging from the weak imps to the pow- 
erful archangels. Every town has seven creature generators, so 
it’s important to quickly familiarize yourself with the town 
types native to each scenario and their respective creatures, as 
they will make up the backbone of your forces. Also, note that 
armies created by mixing creatures from different town types 
suffer a morale penalty, so beware when recruiting from newly 
conquered enemy towns and accepting creatures that offer to 
join you in the field. 

Each creature is weighted based on its attack and defensive 
capabilities, health, damage it deals, movement and speed. 
Your army should be made up of a variety of creatures; be sure 
to include ranged attackers, like marksmen, as well as ground- 
based, hand-to-hand combatants, such as crusaders. Angels 
and other flying creatures have an advantage in their ability 
to disregard land-based obstacles. When recruiting, it’s gener- 
ally a good idea to purchase a small number of powerful 
creatures rather than a large quantity of weak ones. For 
instance, a pair of archangels can be enough to win a scenario, 
since they'll easily overcome entire armies of diminutive imps 
or troglodytes. 

In combat, stack your creatures to best defend your ranged 
attackers. Slower creatures should be stationed next to them 
for protection, while your faster, more powerful creatures rush 
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forward to meet the opposing army. The tactics skill allows a 
hero to rearrange his army before battle to better plan for an 
enemy attack. When confronting wandering creatures, always 
take note of their numbers; a “throng,” for instance, will be 
much more difficult to vanquish than a “pack.” Don’t engage 
a force your army can’t handle. 


Miaastering Magic 

There’s more might than magic in Heroes III, but spells still 
play an important role. Spells are most useful during combat, 
when an expansive spellbook can turn the tide of a battle, 
but they can also come in handy on the map screen. 

The key to doing well in the magic department 
is having effective spellcasting heroes. Focus one or two heroes 
as your primary casters and work on increasing their knowl- 
edge, power and wisdom skills; this will allow them to learn 
upper level spells, as well as increasing spell points and effects. 

You have a variety of options for spells in combat, but the 
best is usually the direct attack—wiping out your opponent's 





_ SIC ’EM! Send your best troops out to do 
hattle on the front lines. 


creatures as quickly as possible 
so that the number of combat rounds is 
minimized. You can also try 
the defensive path, using shield 
and cure spells to protect your 
creatures, but this has a smaller 
percentage of success. 

Perhaps most useful are those spells 
that minimize travel time across the game 
map, such as dimension door, fly, sum- 
mon boat and water walk. All of these will 
help your heroes move more efficiently, 
a key advantage that can swing the bal- 
ance of a scenario in your favor. 


Standard Scenario 
Strategies 

The majority of the scenarios in Heroes III are stand-alone. In 
these scenarios, a number of elements, from town types to 
creature locations, are completely randomized to increase 
replayability. There are a number of general strategies, 
however, that can help you achieve victory. 

First, understand that when playing single-player scenar- 
ios, your opponent is the computer AI, which is programmed 
to respond to situations as they arise in a similar fashion each 
time. In general, the computer will shy away from battles it 
doesn’t think it can win, and during combat, it will always 
try to maximize your creature losses, even when it knows it’s 
going to lose. 

In the early rounds, try to recruit a few heroes and explore 
as much of your surrounding territory as possible. Since crea- 
ture generation from your towns will be low for the first few 
weeks, it’s a good idea to build up one hero with a large, 
strong army, rather than supplying every hero with a small, 
less powerful army. Let your primary hero do most of the fight- 
ing while your other heroes gather resources. Bear in mind that 





The upgraded version of the archer is safe at the opposite end of the grid. 
Ranged attackers should put a dent in an opponent’s stronger creatures. 


A balanced hero of might 
from a castle town, the knight 
offers a quick start in attack and 

defense, as well as a bonus in 
leadership. 


Since they’re slow 
attackers with limited range, let 
your pikemen hang back to 
defend the archers against 
oncoming attackers. 


It’s a good idea to 
keep ranged attackers, like the 
archers, near the top and bot- 
tom of the combat grid, since 
they'll be the primary lures for 
enemy creatures. 


88 INQUESTGAMERS2 





Since the angels can fly 
over obstacles, it’s not a problem 
to keep them toward the center 
of the combat grid. Their mohility 
and strength allows them to take 
on the most powerful members 
of your opponent’s army, no mat- 
ter where they are on the map. 


Another slow but 
powerful soldier, it’s a safe het 
to keep the crusaders at home to 
defend ranged attackers. 


Another flyer, it’s also 
safe to keep the griffins near the 
center of the grid. While they 
lack the swiftness and health of 
the angels, griffins are nonethe- 
less valuable attackers, and have 
the added honus of two counter- 
strikes per turn. 



























Nd MOON With 
careful maneuvering, youcanwina = 
battle that has even forces. 


wood and ore are the primary resources necessary for building 
new structures in your towns. When you find treasure, you 
have the option of choosing gold or experience; in these early 
stages, build up your heroes with the free experience. 

As the game progresses, your primary hero will be 

able to take on larger groups of wandering creatures, which 

typically block the path to artifacts. In addition, since more 
of the map is uncovered, you'll have a better idea of 
the scenario’s balance of power, so it’s a good time to 
attempt a takeover of some nearby towns to expand your 
territory. Pick and choose your battles until you're cer- 
tain your hero can win with minimum troop loss. Also, 
now is a good time to provide armies for your weaker 
heroes, as well as recruit a few new heroes. It’s a sound 
strategy to keep a hero, or at least some creatures, 
in a town’s garrison to defend it. Also, since opposing 
heroes will likely start to chase your heroes, it’s a good idea 
to lead them away from your towns, rather than have 
them follow you home. If one of your heroes is defeated, he'll 
be available for rehire at a town tavern, but only until the end 
of the week in which he is lost. Be sure to pick him back up 
quickly or you'll risk losing his experience and any artifacts he 
may have found. 

Once you've conquered a sizable amount of 
territory and have explored a majority of the map, it’s time 
to concentrate on completing the scenario by eliminating your 
opponents or meeting the other victory conditions. At 
some point, it’s wise to stop town development so that 
you can maintain a reserve of gold for extra creature recruit- 
ment. The best strategy here is to use your initial three 
heroes to maintain an aggressive attack stance against your 
enemies, while your weaker heroes stay behind to prevent your 
other towns from being overtaken. 


Multiplayer Strategies 

Multiplayer games pose an interesting challenge, since you're 
no longer facing the brainless assault of the game’s AI. While 
most of the strategies above still hold true for multiplayer, it’s 
a safe bet to be more cautious in engagements against oppos- 
ing armies. Most human opponents will be far more aggressive 
than the AI, and will practice different development of their 
forces. Be sure to deliberate carefully before moving yours, and 
snatch up whatever resources are available as quickly as possi- 
ble, to prevent your opponent from benefiting from them. 





HOT SPOTS 


Looking for a quick Heroes Iii fix while you're surfing 
the Web? Then check out these sites: 

* www.3do.com/products/pe/heroes3 

3D0’s official site offers downloadable patches, a web 
starter kit for those interested in creating their own 
Heroes //i websites, and even the official Heroes III 
WinAmp skin. 

° www.Heroes3.com 

At the unofficial Heroes II website, you'll find every- 
thing from new scenario maps, strategies, cheats 
and trainers to a free Heroes Iii e-mailer. 

e wwiw.guildboss.com/homm3 

The “Monster Mash” site features a handy and free 
downloadable program for checking stats on every 
monster in the game. 

® www.strategyplanet.cp/homms 

This site provides general info on Heroes Hil, including 
game hints and a useful listing of Internet players to 
get in touch with, 

® www.gameguides.com/guides/heroes3/index.html 
A useful FAQ and in-depth walkthroughs are the hall- 
mark of this site. And for a fee, you can download a 
thorough game guide. 


EXPERT TIPS 


* When developing your 
towns, learn the benefits of _ 
each advancement and plan a 
goal for each town. For 
instance, you may want to 

ma have one town that serves 
pri $ a generator of funds, a second town that 
has a conic mage guild, and another that canbe _ 
developed to provide troops. Significant is the location 
of each town; those that aren’t in range of frequent vis- 
its aren’t worth over-developing, while those o on the 
front lines may be easily lost. Remem! 
doesn’t need every advancement! : 





Gonclusion 

Heroes of Might and Magic III is a rich game, one whose depth 
becomes apparent quickly, but surmountable only after repeated 
playings. Hone your skills against the computer, then use them 
to topple your opponents in an online arena. It’s remarkably fun 
and rewarding to out-strategize a living, breathing opponent, 
so gather your troops and jump into the fray! 


Dan DiGiacomo thinks it should be “Magic & Might,” not the 
other way ‘round. Of course, he also thinks it should be 
"Kraft Cheese & Macaroni.” 


Torn 
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PHANTOM MENACE 


¢ Having some trouble beating the bad guys? Try these 
cheats by hitting backspace: “perfection” makes you deathly 
accurate at deflecting blaster bolts; “slowmo” toggles slow- 
motion mode; “i like to cheat” gives you access to all weapons 
and lots of ammo; “heal it up” sets your health to 100%. 

e If you're looking for a change of scenery, try these 
codes: “from above” and “naughty naughty” toggle your 
camera view; “beyond cinema” toggles letter-box mode; “but i 
feel so good” changes the color of your Force Push power to 
red; “drop a beat” makes things look funky. 

e Finally, try these just for fun: “turntables” makes the 
Jawas in Mos Espa really big; “iamqueen”, “iampanaka”, 
“iamquigo” and “iamobi” let. you switch your current character. 


PHANTOM MENACE 
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ULTIMA ONLIN 


e If you have some spare time and money, start a 
“mule” character—a workman skilled in a trade skill to help 
you make money and items—so your main character can focus 
on adventuring-related skills. Make sure that anyone you have 
transfer things between characters for you is someone you can 
trust. 





e One of the most important macros to set up is one for 
“AllNames”. This automatically single clicks every monster and 
player on the screen, and allows you to quickly examine your 
surroundings for guildmates, thieves, murderers and more. 

e When monster corpses stack, it can be a pain to loot 
the bottom one. To open a corpse deep in the pile, double click 
the stack, leave that corpse window open, and double click the 
stack again. Keep doing 
this for as many corpses 
are in the stack. 

e Though it may 
be a fashion faux pas, 
when. wearing good 
magical armor, always wear 
a robe over it. That way, 
potential PKs can’t id your 
equipment to tell if you're 
worth a murder count. 


ULTIMA ONLINE 
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“MORE INSIDER HINTS FOR THE HOTTEST GAME: 
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ALIENS WS. PREDATOR 


© Why play it 
straight when you can 
cheat? Press ~ and F12 
at the same time, 
then try the following 
codes to make your 
game easier or 
tougher, depending 
on which ones you 
choose: “alienbot” 
creates an fea ALIENS US. PREDATOR . 
controlled alien; “predobot” createst an AI controlled predator; 
“marinebot” creates an AI controlled marine; “giveallweapons” 
powers you up; “light” createst light around you; “observerver” 
toggles observer mode; “showcoords” gives you your 
coordinates; “god” puts you in god mode; “gimme_charge” 
replenishes your energy if you're a predator. 


EVERQUEST 


eWhen you first enter a new dungeon, the temptation to 
go find a good spot and immediately start whacking monsters is 
high. Bad idea. Dungeons mean trains—large groups of monsters 
on the rampage—and trains will kill you. So before you start 
fighting, take time to learn the layout of the dungeon, including 
the quickest route to the zone. This way you at least have a 
fighting chance of escaping a train. 

¢ If you play a magic-user or cleric class, don’t jump in to 
help your fighters with blasts or healing right away. Let the 
monsters work up some aggression toward your tanks first so that 
they don’t immediately switch targets and go after you. 

¢ Getting rooted by an orc-shaman can spell doom for 
you or companions, but the spell can be broken with a 
successful casting of Spirit Of The Wolf. Another good trick is 
to heal yourself with hit-point boosting spells like Inner Fire. It 
takes longer, but it also saves you a lot of mana. 

© Once you get to 20th-level, check out Highpass Hold. 
Head down to the basement where the pickclaw goblin clan will 
keep you busy into the 40’s and you can drop by the bank 
without even having to zone. ae) 





EVERQUEST 
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by Brent Fishbaugh 


The Cortexic Jellyfish 






JELLY BEANED Unless there’s a bunch 
of ’em, characters will wind up juicy 
snacks for the cortexic jellyfish. 


aptain Mandalore crept along the cliff’s edge. 

Far below, he could hear the pounding surf. 

His master’s daughter was missing... But could 
that strange mummified body really have been the 
12 year-old heir to the realm? Suddenly, Mandalore 
was forced from his reverie... Several long, translu- 
cent vines sprung from cracks in the ground around 
him like striking serpents. He drew his sword and 
laid his steel to them, heedless of the unknown 
threat they posed. 

But with the paralyzing sting of the first 
strange tentacle through his boot, the captain real- 
ized the true danger. The mysterious vines 
overwhelmed him. Through his pain-blurred vision, 
he watched his hands begin to wither like a flower 
in the desert. 


THE CORTEXIC JELLYFISH 
This creature is exactly what it sounds like: a gigan- 
tic jellyfish, with the adults growing up to several 
dozen feet tall, potentially weighing several tons. 
Stinging tentacles are used to immobilize and kill 
prey. However; apart from size, the main anatomical 
difference in this species can be seen in the large 
brain which allows the beast to search for food more 
effectively than the normal variety of jellyfish. 


CORTEXIC ECOLOGY 

Cortexic jellyfish live primarily in coastal areas, 
although there are a few smaller species that have 
been known to live near freshwater lakes. Although 
they can swim and are sometimes seen at sea, as they 
age, these jellyfish primarily choose a damp cavern 
or a similar home and live there, preferring the prey 


available on land to that of the sea. Their lairs are 


always damp and dark; they need the moisture to sur- 
vive, and direct light often distracts them and impairs 
their ability to sense vibrations of their prey through 
the ground. 

The creatures reproduce asexually, splitting into 
two or more when the parent reaches sufficient size— 
usually around two to two-and-a-half tons—although 
there have been quite a few cases of the jellyfish con- 
tinuing to grow until it explodes under its own weight, 
this physiological defect 
is believed to be related to 
a genetic abnormality. 
However, many smaller 
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jellyfish soon perish due to a lack 
of food in the area or by being 
consumed by a sibling. 

Often growing to a size of sev- 
eral tons, the cortexic jellyfish moves 
and hunts using dozens—and per- 
haps even hundreds in larger 
specimens—of tentacles attached to 
its lower body. To hunt, the creature 
sends them up through the ground, 
sometimes miles away. Then, using its huge brain, it senses 
the vibrations caused by animal life above and pops the tentacles 
through the ground, surprising its prey. It then entangles its 
victim, continually stinging it, even through tough hide. This 
ability to sting through materials as thick as leather has lead some 
scholars to speculate that the venom-may possess somewhat 
magical properties. 

After incapacitating its prey, the jellyfish absorbs the moisture 
from the creature, drawing the fluid—and the nutrients, minerals, 
etc.—out directly through the victim's skin and in through the 
tentacles. It removes all of the moisture in its victim in this man- 
ner, leaving only a dried out husk behind. Feeding usually only 
takes minutes, depending on the size of the “food.” However, drain- 
ing a victim dry may take longer if the prey is a great distance 
away as the tentacles “stretch” to go farther, which weakens their 
strength, toughness and venom-producing abilities. These tentacles 
will grow back though if they are destroyed. 


SPECIAL ABILITIES 
The enormous brain of the cortexic jellyfish is totally devoted to one 
cause—sensing vibrations caused by possible prey through the 
ground at distances of miles. However, despite the brain’s size, it 
is not a sentient creature and is driven purely by its need to feed. 
The most potent ability of the jellyfish is its ability to send its 
numerous tentacles up though the ground while it remains safely 
ensconced in caverns far below its prey. Though incredibly strong, 
the true power of these tentacles, is the venomous sting each pro- 
duces upon contact with living flesh. This sting—caused by chemicals 
on the “skin” of the jellyfish—painfully paralyzes its target, which 
allows the creature to further entangle its victim and drain the 
moisture and minerals therein. These tentacles have been known 
to reach miles in length, but become thinner with less powerful 
stings as they stretch farther from the jellyfish’s body. 


CAMPAIGN IDEAS 

e Sailors from missing ships have begun washing up on the beaches 
of a large city who depends on the sea for fishing and trade, but 
they are strangely withered. The player characters (PCs) are hired 
to find the cause of the deaths. 

e The inhabitants on a large inland city are dying, and the cause 
points to a cortexic jellyfish. But how would one get so far from the 
water? It was placed in caverns beneath the city by the mage-king 
of an aquatic realm as an act of revenge for the overfishing of his 
land. The PCs must defeat both the mage and the beast, but they 
may need him to find it or may need to find it to discover where 
it came from. 

e The brain of the cortexic jellyfish is considered a powerful aphro- 
disiac by some more remote cultures, and the ruler of such a land 
is willing to heap many rewards on those who can get him some soon 
as he is old and needs it to produce an heir before he dies. @ 


Brent Fishbaugh likes his cortexic jellyfish with creamy peanut 
butter on white bread. 


- Cortexic Jellyfish does not untap 2 














frer it attacks. 


. Untap Cortexic Jellyfish. 
; ¢ oe a -0/-1 poison counter on target 
ok ng. Poisoned creature gains 
f its controller's 


creature without flyin 
another counter during each 0! 


upkeeps- 


STUNG TO DEATH 


It’s not very fast, but the Cortexic Jellyfish 
can remove annoying obstacles from the path 
of your army. Just make sure you have an 
abundance of blue mana. 

The Jellyfish also combos well with cards like 
Hermetic Study since it can untap for just 
one blue mana. 
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REVIEWING THE LATEST GAMING RELEASES 





Dragonlance Classics 


Relive the novels— 
for better or worse. 


hen the dragon armies advanced on Krynn in 1984, 
We Dungeons & Dragons rallied and came out 

fighting. The Dragonlance series gave us the game-as- 
novel phenomena, and it gave AD&D a proper home to call its 
own. Until then, AD&D’s settings had felt like an unholy blend of 
Tolkien’s Middle-earth and Jack Vance’s Lyonesse. But Krynn was 
a world where the paradigms of AD&D, such as dragons, dun- 
geons—well, cities ruined in the cataclysm—clerics and 
magic-users grew to maturity. Kender and Michael Williams’ poetry 
were irritating ticks you could ignore. 

Fifteen years later, and 25 after TSR’s founding, TSR has 
released a collector's edition of the Dragonlance series of modules, 
what they call “a retelling of the greatest fantasy role-playing epic 
ever,” both for AD&D and the superior Saga System. 


The Good 

This isn’t just a repackaging of the modules DL1-15. It’s more a 
blend of the modules and the novels—Dragons of Autumn Twilight, 
Dragons of Winter Night, Dragons of Spring Dawning. It’s nice to 
see AD&D moving away from the complex floorplans of its wargam- 
ing roots and becoming more story-driven. 

What's more, Dragonlance Classics is an immaculately pre- 
sented, well-told campaign. There’s a bit of everything 
here—dungeon crawls, urban adventures, travel, intrigue, war... 
even love. It’s geared towards replaying the novels, not roleplay- 
ing, and this is something you'll either love or hate. On one hand, 
you can measure yourself against the Heroes of the Lance from the 
novels; on the other, you'll need to improvise heavily if you want 
to do something way different from Tanis and company. 


The Bad 
The problem is that the story has already been written, and it railroads 
the game somewhat. Not only do you get sidebars explaining what 
happened at this point in the novels, which is interesting, the main plot- 
line follows a novel-like linear path, with a few branches here and 
there. It feels almost like a Fighting Fantasy Gamebook: Want to go to 
Pax Tharkas? Tum to page 62. Want to help the elves? Turn to page 58. 
It begs the question: If you've read the novels and know what 
happens, why bother playing at all? You know there's going to be 
a giant slug in the Sla-Mori, so it isn’t going to come as a surprise. 
And you know you're probably going to get captured in Solace and 
stuck in Fewmaster Toede’s slave caravan. And then be freed by 
elves. And so on. Roleplaying games are about making your own 
decisions and writing your own story, not reading from a script. 
Here, the script thunders along like a juggernaut and it will not 
stop. The players can’t kill certain NPCs—they meet “obscure deaths” 
and come back later, having survived that fall into the abyss or appar- 
ent drowning. The air of chance and newness from the original modules 
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PUBLISHER: TSR 

CATEGORY: Fantasy RPG campaign 
RELEASE: May 1999 

FORMAT: 256-page softcover 


SUGGESTED RETAIL: $25.95 


i BACK FOR SECONDS One 
of TSR’s signature lines 
returns in a new edition. 





offered is gone. In module DLi, when the play-testing party went 
into Xak Tsaroth, Raistlin’s player decided to charm a gully dwarf, 
who became Bupu in the novels. This time round, Bupu is already there, 
waiting to be friendly. To me, this feels claustrophobic. 


The Deal 

As a campaign for GMs and players who know next to nothing 
about the original Dragonlance trilogy, this book could be fantastic, 
because it'll all be new and the linear nature of the campaign 
could be concealed with some clever GM chicanery. It also works 
as a collector's edition for Dragonlance lovers, either to stick on 
their shelf or as a re-enactment exercise. 

If yow’re neither newbie nor gushing-fan, you'll need to put 
work into it so your players aren't just stuck in the same old 
groove. It still won't come close to campaigns like Cthulhu's Masks 
of Nyarlathotep or Warhammer's Enemy Within, but with some 
work, it can be about as good as AD&D gets. ™ Dan Joyce 


THE VERDICT 
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Star Wars: Episode L Racer 


ware PUBLISHER: LucasArts 
) 
Watto you waiting for? Jump CATEGORY: Science fiction computer game 


' 3 
behind the meet ps vba = RELEASE: May 1999 
aresteS PI PIG: | system: 166 MHz Pentium, 32 megs RAM, 188 megs HD space 
SUGGESTED RETAIL: $44.99 







there’s only one sporting event worth checking out—podrac- 
ing! In LucasArts’ Star Wars: Episode I Racer, you're called on to jump behind the wheel of a podracer and race your 


way to championship gold! 


P: wrestling? Football? Pokémon hunting? Feh. On Tatooine, 


The Good and the Bad 
Put simply, Episode I Racer is one of the slickest looking and smoothest running racing games on the market today. Your podracer 
swings and lurches with dizzying speed through 20 tracks across seven planets, expertly recreating the podracing experience. A 
great addition is Watto’s shop, where the 20 racers can modify the attributes of their distinct racers. 

Unfortunately, much of the emphasis in Episode I Racer is on pure speed; unlike “ 
the podracing sequence in the movie, there's little in the way of racer combat. With 
the exception of Sebulba’s racer, which is outfitted with flamejets, there aren't 
any weapons to speak of beyond your wits. Also, it takes some time getting used 
to the controls, and since some of the tracks can be lengthy—clocking in at over 
20 miles in some cases—expect to have a sore thumb by the last finish line. 



















The Deal 
Fans of racing games or “Star Wars” won't be disappointed in Episode I Racer, 
as its truly peerless graphics and gameplay experience will keep you on the edge 
of your seat. Others may be left hungering for more after they've chewed up 
Sebulba and won the Boonta Eve Clas- 
sic for the fifth time. & Dan DiGiacomo 
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When your angel gets his “Trinity” Combat 
Shotgun, things start to get silly. 


L* and her army ‘of rebel angels have taken over a space- 







ship in orbit around Earth and are threatening a holocaust. 

You are Malachi, one of the Lord’s chosen, an angel who has 
been sent to defeat the forces of evil which threaten mankind. This is the unlikely 
premise of the first-person shooter Requiem: Avenging Angel. 





The Good and the Bad 

Angel has a much richer story line than most of its competitors and the idea of play- 
ing an angel—albeit a weak one, stripped of most of your angelic powers for some 
unknown reason—is very cool. Apparently, even stripped angels can fly a bit and shoot 
lightning from their palms, which is fun... for a while. 

The fact is, there isn’t much outstanding about this game. The graphics, while 
they denote interesting places, are nothing special, and while the initial premise is 
fun, it rapidly degenerates into silliness as Malachi the angel picks up his “Trinity” 
Combat Shotgun—I kid you not—and blasts away at demon dogs, rats and fish. The 
interface requires a memory that would shame a Biblical scholar, making use of 36 
different keyboard commands! Add to this an ugly and non-intuitive screen inter- 
face and you can see why I was just about ready to join the rebel angels. 


The Deal 
It’s a shame that a game with such an intriguing player character couldn't have 
= been better realized. Hopefully Cyclone games will reintroduce Malachi some- 


2 
= day, with a game worthy of his celestial [THE VERDICT | 
presence. & Noah Dudley THE VERDICT 


AUGUST1999 95 



























Urzas Destiny 


A plethora of new Magic tricks. 





PUBLISHER: Wizards of the Coast 
CATEGORY: Fantasy CCG expansion 
5/5 trampler for three mana. Green’s version of Ancestral Recall. The rebirth of | RELEASE: June 1999 
A recone Intrigued yet? These are some of the selling points of Urza’s Des- | FORMAT: 148 cards; 15-card booster packs 
iny, the 17th expansion for Magic. Each expansion has its share of exciting SUGGESTED RETAIL: $2.99 per booster pack 
cards, but unlike its predecessor Urza’s Legacy, the final chapter in the Urza block is also 
peppered with cool new themes. 


The Good and the Bad 
Urza's Destiny's biggest strength is a variety of new mechanics that require you to give more 
careful thought to hand- and mana-management. Cards like the life-giving Scent Of Jas- 
mine, whose effectiveness depends upon the number of like-color cards you reveal from 
your hand, present a wealth of strategic options. Another nifty mechanic is the “in-play” 
cycling—cards that you can spend two mana to sacrifice and draw a card. Other rmnning 
themes include cards that provide a boon when they hit the graveyard and spells that 
eliminate all copies of a particular spell from your opponent's hand, graveyard and deck. 
On the down side, it’s disappointing that the core Urza’s Saga mechanics got the shaft 
in this set. Only eight cards out of over 140 have cycling or echo. As has become the 
norm for Magic expansions, Destiny doesn’t do anything to radically shake up the game, 
and there are more than a fair number of cards that will see little time outside your binder. 


The Deal 

Overall, Urza's Destiny is a solid set, but more importantly, it’s an interesting set. The 
new themes are fun to play around with, and while there’s 
nothing groundbreaking, plenty of new deck ideas will 
spring to mind as you sort through your new cards. & Jeff Hannes 


The Sie 





ng Group. 


PUBLISHER: Five Rings Publishing Group 
CATEGORY: Samurai fantasy CCG 
RELEASE: May 1999 

FORMAT: Two separate preconstructed decks of 100 cards each 
SUGGESTED RETAIL: $9.99 per deck 
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Five 






Hitomi and the Emperor's army in a monumental battle for the 
very future of Rokugan in Legend of the Five Rings’ two pre- 
constructed decks, The Siege of Sleeping Mountain. Ancient magics strike against 
samurai regiments, while the true reasons for the conflict come to light. These fixed 
sets aimed at starting players bring the thunderous conflict to life, while explaining 
the popular card game in a simple, concise fashion. Each set has two playable factions. 





T: warhosts of the Naga and the Brotherhood monks clash with 


zeping Mountain is ™ & @ 


st. The Siege of Sle 


The Good and the Bad 
These decks are competitive and well-balanced. The set includes many exemplary 
cards from a variety of expansions, and all the important deck building cards come 
in multiples—including rares! Yes, the rules explanations are simple enough even 
for someone who has never played a collectible card game before. The compelling story 
of the battle unfolds across the cards, through new art and flavor text. 
Unfortunately, veteran players and collectors may feel put off by the unique cards 
included in these introductory sets—including the variant strongholds—because 
they'll feel obliged to buy the set just for a few cards they don’t already have: It also 
might have been nice to see some new art for common cards as well as the rare ones. 


The Beal 
If you've been putting off getting into Legend of the Five Rings, this is the perfect set to 
teach you the game. It gives you good, solid cards to get you playing, explains everything 


you need to know, and shows you some of the many [THE VERDICT | 
> reasons the game is so popular. &Paul M.M. Jacobus THE VERDICT 
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Fill this out, attach your entry and put it all in an 
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PHONE NUMBER (WITH AREA CODE) 





E-MAIL ADDRESS (IF YA GOTS ONE) 


REMEMBER: List every page where these pokémon show up. 
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CHARMANDER RATTATA 
DRATINI ; SEEL 
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t’s a bleak time for “MOMs” everywhere—Mind Over Mat- 
] ters, that is. The costly blue enchantment wasn’t costly 

enough—it hit the chopping block and was banned from 
Standard tournaments effective July 1. This card was the 
linchpin of many combo decks and it seems as though WotC 
banned every other card which combined with Mind Over Mat- 
ter before getting to the real culprit. Once again, you can 
expect its value to drop to $3 or less as it becomes little more 
than binder space-filler. 

MOM's banning is another sign that the DCI is trying to kill 
combo decks with the hope that some day, somewhere peo- 
ple will again play with creatures for the purpose of doing 
damage. Time Spiral ($14) also felt Urza’s Ax of Banning™ in 
Extended which now makes it illegal in the 50 United States 
and Canada. Other bannings included Gaea’s Cradle ($15), 
Serra’s Sanctum ($5.50) and Voltaic Key in Urza's Block for- 
mats, but this last batch should have no impact on the cards 
prices since they are all still Standard-legal. 





’ 


Gestiny Callie 

Amidst the latest bannings, over 100 new cards are getting ready 
to make their way into Standard. And since we're featuring prices 
for Urza’s Destiny for the first time this month, we thought it 
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. Doomtown 

. Babylon 5 CCG 

9. BattleTech 

10. Legend of the Burning Sands 
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TREASURE OR TRASH? Players 
are hoarding Destiny’s hig 
beasts in the hopes they make 
a splash on the tourney scene. 


would be a good idea to to point 
out that whenever a new set 
comes out, it takes a few months 
for the prices to settle. For example, when Mirage came out, Grin- 
ning Totem ($8) and Balduvian Horde ($11) sold in the $20 range, 
and while in actual play they turned out to be solid cards, they 
were not the bomb-diggity we all thought. On the other hand, 
Cursed Scroll ($22), and Recurring Nightmare ($5), initially thought 
of only as solid cards, quickly jumped up the charts as people 
realized their potential and power. 

That said, let’s take a look at the early fan reaction to Urza’s Des- 
tiny. The Covetous Dragon ($10), a 6/5 flier for five mana, and the 
Emperor Crocodile ($9), a 5/5 for four mana, have become imme- 
diate favorite among the big-critter crowd. Both have the potential 
to be tournament staples if decks continue to move toward creature- 
based strategies. The 7/7 Thorn Elemental ($7), to whom blockers x 
are little less than a nuisance, and the 5/5 flying Blizzard Elemen- 
tal ($7) should certainly find a home in graveyard-recursion decks. 
However, it’s a weenie—the 2/2 False Prophet ($10)—that has 
nabbed the top spot as the card to get. Many players want a piece 
of this fella, thanks to his Wrath of God-like ability. 


Sone Enchanted Evening 

Creatures aren't the only cards drawing attention in Urza’s Destiny. 
Speaking of drawing, Yawgmoth’s Bargain ($8) is the new Necrop- 
otence. Its six-mana cost makes it expensive to cast, but players 
are already talking about combining it with the Academy Rector 
($4), which can fetch it from your deck and put it directly into play. 
Opposition ($5) makes all of your creatures into Icy Manipulators, 
which can't be bad. And keep an eye out for an increase in the pop- 
ularity of Opalescence ($4); any card that lets you beat your 
opponent into submission with Runes of Protection bears some 
watching. Of course, the only guarantee in Urza's Destiny is that 
some card which can now be grabbed for $3 will eventually shoot. 
up in price and fulfill its destiny—and then be banned. 


Magic: The Gathering is a registered trademark of Wizards of the Coast. “Star Wars’ ™ & © Lucasfilm 


DAYS OF FUTURE PAST 

In the “Pokémon” world, what is new and fresh 
on our side of the pond has been out for a while 
in Japan. Pokémon cards printed in Japanese are 
filtering into the U.S. and the prices for these 
have been somewhat frenzied. Packs of the 
Japanese basic set—identical to the WotC set 
but in Japanese—have been selling well at $6- 
$9 dollars a pack. The packs of Pokémon 
expansions Jungle, Fossil, Team Rocket and Gym 
Leaders also are moving well with Fossil being 
very popular due to Mew ($39), Aerodactyl 
($25), Moltres ($16) and Articuno ($16). Mew 
is very hard to catch in the Pokémon Game Boy 
game and so people assume he is ultra-rare in 
Fossil as well. In truth he is no rarer than any 
other rare in the set. In fact, the only card 
which is really hard to find is the ultra-rare in 
the Team Rocket expansion. The trainer Here 
Come the Rockets ($80) is a foil card with a 
picture of Jesse, James and Meowth, It has a 
white star on the bottom (instead of a black 
star) to signify its special status. 

Gym Leaders starters ($30) are pre- 
constructed, themed decks based on the 
leaders of the various gyms which Ash 
must defeat in order to gain badges. 
Misty’s deck is full of water Pokémon, 
Brock’s contains fighting Pokémon and so 
on. The Gym Leaders boosters contain 
cards made to increase the power of the 
six pre-constructed decks, and of course 
they are usable in any Pokémon deck as 
well. They also come with a cool themed 
plastic “coin” to use as a flipper. 


PHANTOM NO MORE 
Decipher’s Young Jedi, the first CCG based on “The 
Phantom Menace” is no ghost—it's been on sale 
since the movie came out and has done extremely 
well. Excellent collation makes it very possible to 
get a set out of a box, so most of the singles range 
from $4 to $6. However, players looking to build 
decks around the main characters have been will- 
ing to pay more for the big guns, especially Qui-Gon 
Jinn ($7) and the rare Darth Maul ($9). 
Collectors, on the other hand, have set their 
sights on the 18-card foil set. Inserted randomly 
into booster packs and replacing the pack’s rare, 
the foils are reprints of cards from the regular 
set. They range from $6 and up, and the most 
sought after are Darth Sidious ($20) and Jar- 
Jar Binks ($20). The foil cards are classified as 
common, uncommon or rare with the rares being 
extremely difficult to track down. Ye 


Rick-Rick Lipman would have liked “The 
Phantom Menace” more if Qui-Gon's 
sidekick had been a Charizard. 
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4 FALSE PROPHET 


W5:: it didn’t take long for Urza’s 
Destiny to make its mark on the 
‘op 10 list. Those who didn’t pick up 
foil False Prophet at the prerelease 
ournament are eagerly trying to get 
heir hands on the king of control 
critters. Fans are going ga-ga over 
“this Wrath Of God and Pearled Uni- 
‘corn all rolled up inte one. Other 
Destiny favorites so far include the 
big and nasty Covetous Dragon and 
Emperor Crocodile and the Necro- 
replacement Yawgmoth’s Bargain, 
As the set has more exposure and 
becomes tourney-egal, expect inter- 
est to pick up in some of the other 
goodies the set has to offer. Mean- 
while, Living Death continues strong, 
_and it’s now joined by the graveyard 












When False Prophet is put into a 
Sraveyard from play, remove all 
creatures from the game, 
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Cards have black borders. @ Cursed Land .. @ Nightmare Shatter .... B Volcanic Island 

Alpha cards have rounder corners = @ Cyclopean Tomb Northern Paladin Shivan Dragon of Air 
Obsianus Golem . Simulacrum. . of Bone .. 
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2 are more highly sought by collectors. 


£ Starter Deck (60 cards) 
+ Starter Box (10 decks) 


: Booster Pack (15 cards) bs i 


¢ Booster Box (36 packs) 


Madd’ ‘s Lamp . 
anes 





LAN R 
SC _R 










8.00 


500 


1300: 
a0 
00: 


{ @ Demonic Hordes 
Demonic Tutor 


Ornithopter 
@ Plateau 


ie Serubland ies 
t @ Serendib Efreet 





Pay 1 each ume 


) That action is pr 


ay creature becomes tapped. Destroy 
enchantment if mana is not paid. 

















1.50 
5.00 
5.00 


D Shatterstorm 
: Sol Ring 
+ @ Sorceress Queen... 
@ Taiga 
@ Titanie’s 
© Tropical Island 
@ Tundra... 
$ Underground Sea 
:-@ Unstable Mutation .. 
$ Volcanic Island ... 


.. SOR U 
-ART U 








F attempts to attack, block, or tap. 




















: FOURTH EDITION 

: WIZARDS OF THE COAST-1995 
Cards contain a 1995 copyright date 

: beneath the artist's name on the front 
: of the card. 
Full Set (378 cards): vc... cee ee 
Starter Deck (60 cards) 
Starter Box (10 decks) .. 
‘ Booster Pack (15 cards) ..., 
+ Booster Box (36 packs) 
: Commons 
Unlisted Uncommons ...... 0... ++ 






















i Oo “Dine Transformation . 
: @ Dragon E oe : 
Dragon Wielp 


















ie Aladdin's Lamp .. 
¢ @ Maddin’s Ring 





















® Force of Nature . 
® Fungusaur 





} @ Birds of Paradise 
‘ @ Black Mana Battery 
O Blessing 
: ® Blue Mana Battery 




















































t @ Carron Ants .. 
@ Chaoslace 











dunun Efreet . 
Keldon Warlord . 
@ Killer Bees 
O Kismet 










O Land Tax . 
® leviathan. 
@ lifelace .. 
Living Artifact 
Living Lands . 
Lord of Atlantis . 
Lord of the Pit. 
Magical Hack 

Magnetic Mountain . 
Mahamoti Djinn 
Mana Clash .. 
@ Mana Flare . 

Short 

















@ Meekstone 
® Millstone .. 
@ Mind Twist. 










@ Nether Shadow . 
© Nevinyrral's Disk 
@ Nightmare 


target creature 








evented and the 




















O Personal Incarnation 
@ Pirate Ship .... 
®@ Power Surge . 
® Primal Clay . 
® Peionic Entity 
O Purelace .... 
® Rack, The 

e ie Spirit 





® Rebirth .. 
® Red Mana Battery . 
O Reverse Damage 
O Righteousness 

@ Royal Assassin... 
O Savannah Lions . 
© Sengir Vampire . 
O Serra Angel . 
® Shapeshifter . 
@ Shivan Dragon. 
Simulacrum . 
Siren’s Call. 
© Sleight of Mind . 








































O Spirit Link 

® Stasis .... 

 : @® Strip Mine . 
4, : Sunglasses of Urza....... 
+ O Swords to Plowshares .. 

@ Sylvan Library 
2 rempest st | 

















Cockatrice 
Colossus of Sardia 








Coral Helm .. 
@ Cosmic Horror 
> Crimson Manticore . 












 @ Timber Wolves 
® Time Elemental 
-; : @ Titania's Song 
~ + @ Triskelion . 









$ ® Sengir Autocrat 
O Seraph ......... 
"Serpent Generator 
? © Serra Paladin... 
© Shapeshifter 
@ Shatterstorm ... 
TAM dy @ Shivan Dragon .. 
Skull Catapult... 
® Sleight of Mind 
@ Smoke 
Sorceress cist 
¢ O Spirit Link . 
} @ Stampede 
} @ Stasis... 

















| @ Urza's Avenger. 350 i @rane spiett 
| @ Uthden Troll Sos 
@ Verduran Enchantress ...SC R 3.00 ; @ Force of Nature 
EW Volcanic Eruption ...... 200 
@ Wanderlust. 50 
| @ Warp Artifact. 1.50 






















: @ Fungusaur ‘ 

} @ Fyndhorn Elder é 
i @ Game of Chaos ...... i 

i ® Gauntlets of Chaos ...ARTR 3.00 
i @ Goblin King 
+ @ Goblin Warrens 
} O Greater Realm of Pres. “EW U 1.50 
| @ Havenwood es 













@ Whirling Dervish 
® Will-0-The-Wisp 
@ Winds of Change . 
inter Blast .. 













1.60 } ie Hecatomb . 
3.00 } @ Helm of Chatzuk . 


Xenic Poltergeist. 
@ Zombie Master . 














































































































= Ease }@ Hive, The . 
} @ Hollow Trees . 
FIFTH EDITIGN i ® Howling Mine. 
WIZARDS OF THE GOAST-1997 | @ Hurkyl’s Recall 
| Full Set (449 cards)... 250.00 } @ Hurricane 
Starter Deck (60 cards) 9.00 } © Ieatian Phalanx 
| Starter Box (12 decks) .. 95.00 : @lcatian Store . 
Booster Pack (15 cards) 3.00 } O lcatian Town g 
} Booster Box (36 packs) , 80.00 } @lce Floe.. 15 
Commons. ......... 15 } @Inferno .... We 3.50 3 
Unlisted Uncommons ... 50 } @ Infinite Hourglass ..,ARTR 2.51 
+ @ Instill Energy ... EGU ea: 
@ Abyssal Specter (75 : @ lronclaw Curse EO RO 150 
@ Adarkar Wastes ......LANR 4.50 ; O Island may R 20 
@ ther Storm .........EN U 75 ; & Jade Monolith... 2.0 
O Akron Legionnaire ...SC R 2,00 } @ Jalum Tome ......... 3.00 
® Aladdin's Ring......... ARTR 2.00 i Jandar's Saddlebags ART R175 
@ An-Hawa Constable SCR) 2.00 : @ Jayemdae Tome ...... 3.50 
O Animate Wall .........EC R 2.00 ; @ Jester's Cap. 9.0 
@ Ankh of Mishra J ARTR 3.00 i @ Jokulhaups 5.0 
© Armageddon .. ..SORR 7.00 | @ duxtapose .. 2.00 
@ Aspect of Wolf. “ECR 250 } © Karma 50 
® Azure Drake SC U° 50 : @ Karplusan Forest ...... LAN R45 
@ Bad Moon .. ENR 5.50 } @ Killer Bees ............80 U 1.00 
® Ball Lightning SC R 12,00 } O Kismet ‘ 1.0 
® Barl's Cage “ART R 2.50 | Q Kjeldoran Royal Guard SCR 3.5 
Binding Grasp .. “FOU °° 75 1 @ Knight of Stromgald ...SC U 1.00 
@ Birds of Paradise ......S0 R 6.50 ; @ Leviathan i 4.0 
@® Black Knight 1.00 : @ Lhurgoyf. 6.00 : 
O Blinking Spirit ......... 4.00 ; @)Lifeforce 50 
® Bottle of Suleiman ...ARTR 2.00 } @lifetap .... 50 | 
@ Bottomless Vault ..,... 3.00 ; @ Living Artifact . 4.50 : 
@ Breeding Pit 7.50  @ Living Lands 1.50 
@ Broken Visage .........INS R 2.50 ; @ Lord of Atlantis 4.00 
@ Brushland ... LAN R 4,50 3 @ Lord of the Pit. 6.50 
O Caribou Range .. EAL R Magical Hack ......... 2.50 
@ Carrion Ants. TSCou ‘SO 1 @ Magus of the Unseen...SC R 3.00 { 
O CoP: Artifacts .........EN U 1.00 } @Mana Clash ......... SORR 2.00 j 
@ City of Brass... LAN R 12.00 : @ i 
© Clockwork Beast . R225 | @ Mana Vault............ 6.00 
@ Cockatrice ..... R 3.00 } @ Manabarbs . a 2.50 
@ Colossus of Sardia R 500 3 & Meekstone a 3.00 @ Sulfurous Snins 
@ Conquer ..... U 1.00 : & Millstone 5,00 } @ Sylvan Library. 
® Coral Helm... R 2,00 } @ Mind Warp... 50 3 + © Thicket Basilisk 


1.00 ; @ Necropotence . 


@ Craw Giant 7.00 ; © Time Bomb...... 















@ Desert Twister : 
@ Dingus Eqg............ ART 
® Disrupting Scepter ...ART 
O Divine Transformation EC 
® Dragon Engine .. 
Drain Power 
@ Dwarven Hold 
@ Earthquake... 
@ Elder Druid .. 
® Elkin Bottle 


j O White Knight ... 
$ @ Winds of Change . 


i @ Ora. a 250 | Sew 
| @ Pentagram ofthe Ages ARTR 3.00 | © wnt! Bist = 


R 

R 

U : 

R150 ; O Personal Incarnation...SC R 3.50! O Wrath of God 
: ; ; 
R 

R 





ea 
a 





} @ Pirate Ship be 3.00 3 
© Primal Clay AOR 18 | tS wu Wor 
+ i resents ' ‘aid " :@ Xenic Poltérgeis| 
50 | @ Pyrotechnics . f © Zomire Masters 
@ Elven Riders 1.00 | @ Rabid Wombat . 
@ Elvish Archers . 550 ; @ Rag Man.. 


@ Evil Eye of Orms- aor Gare i @ Recall ... 
80 U 1.50 | O Reverse Damage . 


lM 
INS R 3.00 } O Righteousness......... 






nN 
a 
— 











ne 
én 
S 


Zur's Weirding ... 




























O fy a 














1.00 : 2 Flying Carpet . 4.15 } @ Stromgald Cabal ......SC R 
















@ Crimson Manticore .,.SC-R 3.00 } @ Nether Shadow 3.00 | @ Time Elemental 

@ Crown of the Ages ...ARTR 3.00 { & Nevinyrral's Disk . 8.50 ; @ Titania's Song 

O Crusade ........ ENR 5.50 } @ Nightmare ............ R 6.00 36 Fhiee : 

@ Dance of Many.........EN R 3.25 ; @ Obelisk of Undoing ...ARTR 2.50  @ Underground River ...LAN R 

®@ Dancing Scimitar ......AC R 2.00 } @ Orvish Oriflamme.....ENU 80 fe Yrya's Avenger......... AC 

@ Deathgrip .. EN U 1,00 } @ Orcish Squatters R 3.50} @ Verduran Enchantress SC 
Deflection R600 ; O Order of the Sacred Torch i@ Warp Artifact’... 

@ Derelor ... R 3.50 | @ Whirling Dervish 





200 | SIMTH EDITION we | Sse 
ap (CLASSIC) 


“if i Full Set (335 cards) .... 
1.50 i Starter Deck (75 cards) 
12.00 } Starter Box (12 decks) .. 
4.00 ; : Booster Pack (15 cards) 
50: Booster Box (36 packs) 


2.00 i Commons 
2.50 


3.00 : Unlisted cards are worth the same as 
u a { their Fifth Edition equivalents, 


® Abduction 





3,50 








> | 
EI 
a 








































Uo 

} @ Dread of Night ......... EN U 1.00 

; @ Early Harvest...... so lNS R 3.00 

3 WIZARDS QF THE GOAST-1899 +: O Enlightened Tutor INSU 75 

ey ; O Ethereal Champion SCR 3.00 

00 | O Exile ...... INS R 3.00 

} @ Fallow Earth. SORU 50 

} @ Familiar Ground ANU 50 

: @ Femeref Archers SC U 50 

i @ Feror...... AN R 3.00 

+ @ Final Fortune INS R 7.00 

} @ Fire Diamond ARTU 1.00 

} @ Fire Elemental StU 50 

Jp i @ Flash . INS R 3.00 

3,00 | @ Forbidden Cryp! ENR 3.50 
50 ; @ Goblin Recruiter 


3.00 





















































Amber Prison 







O Ardent Militia 
@ Ashen Powder .. 





H @ Burrowing 


0 

0 

0 

(0 | @ Charcoal Diamond 
50} @ Chill ........ 

0} @ Creeping Mold 

0 

0 





i @ Crystal Vein ... 
2.00 ; @ Cursed Totem 
3.50 ; O Daraja Griffin 
} @ Daring Apprentice 
@ Dense Foliage 
D Desertion 
® Diminishing 
} @ Doomsday 











@ Agonizing Memories 









} @ Balduvian Horde... 









} @ Cal of the Wild .. 
? © Celestial Dawn .. 






















+ @ Crimson Hellkite .. 





@ Greed ......... 
® Grinning Totem . i 
@ Hammer of Bogardan ...SORR 10.00 


















































1 @ Harmattan Efreet ...... sc uU  .50 

+ O Heavy Ballista ... 50 

} @ Hidden Horror 50 

{ @ Hulking Cyclops 50 

i @ Illicit Auction 3.00 

+ @ Infernal Contract 400 

1 @ Insight......... 50 

® Lead Golem 50 

: @ Library of Lat-Nam . 5.00 

¢ O Light of Day ... 1.00 

} O Longbow Archer 50 

{ @® Mana Prism . 50 

} @ Mana Short . 3.00 

{ @ Marble Diamond 1.00 

} @ Maro 7.00 

| @ Mischievous Poltergeist. .. 50 

; @ Moss Diamond ... 1.00 

+ @ Mystic Compass 50 

} @ Mystical Tutor ........ 15 

} @ Nature’s Resurgence 3.00 

1 @ Necrosavant 4,00 

+ @ Obsianus Galem 50 

; @ Patagia Golem 50 

i O Pearl Dragon. 5.00 

| @ Perish 15 
 @ Phantom Warrior 50 

+ @ Phyrexian Vault . 50 

i @ Pillage . 1.25 

| @ Polymorph . 3.50 

; @ Prosperity .... 1.50 

} @ Psychic Transfer ..... 3.50 

} @ Reckless Embermage ... 3.00 

i @ Releam .......... ak 50 

+ @ Relentless Assault . 8.00 

i O Reprisal .... 50 

{ @ River Boa . 50 

{ @ Rowen... 3.00 

} O Serenity . 5.00 

{| O Serra’s Blessing 50 

@ Sky Diamond 1.00 

® Snake Basket . 5.50 

D Soldevi Sage ... 50 

@ Spitting Drake 50 

O Staunch Defenders 50 

® Storm Cauldron . 5.00 
Strands of Night . 50 

Stupor ..... 50 

@ Summer Bloom . 50 

3.00 

4.00 

® Tefer''s Puzzle Box . 4.00 

@ Tranquil Grove ... 5.00 

+ @ Uktabi Orangutan 1.00 
300 | © Ukabi Wildcats . 3.00 
350 | @ Unseen Walker . 50 
700 i O Unyaro Griffin 50 
1 @ Vampiric Tutor . 9.00 

i @ Vertigo 50 

§ @ Volcanic Dragon . 6.50 

| @ Volcanic Geyser ........ 1.00 

50 { @ Waiting in the Weeds .... 3.00 
‘59 ; @ Wand of Denial . 5.00 
459 | O Warmth .... 50 
50 i @ Warthog .... _ 


400 ;@ Worldly Tutor 


so | ARABIAN NIGHTS **—~ 
50 | WIZARDS OF THE GOAST-1999 
7.00 ; Full Set (78 cards) ..... 





} 








-LAN U 50 | Booster Pack (8 cards). 

-ARTR 4,00 ; Booster Box (60 packs) 

86 U 80 | 

86 R 3.00 | O Abu Ja'far 4.00 

EN R 3.00 | @ Aladdin... 9.00 

INS R 6.00 | @ Aladdin's Lamp .. ARTR 5.00 

<SORR 5.00 | @ Aladdin's Ring ARTR 6.00 
i @ AliBaba .... SCR 4.00 














1,50 } @ Ruins of Trokair 
} @ Sand Silos .. 
+ @ Sea Spirit 







y 
@ Fallen Angel 
® Feldon's Cane... 
®@ Fellwar Stone ... 









MAGI Cc DATA. 


















Sea Sprite 
Seasinger .... 


® Feroz's Ban 
@ Fire Drake 





e ARTIFACT ry BLACK 


ART Artifact “EA Enchant Artifact 
AC Artifact Creature © EC Enchant Creature 
Re SeanpenGhalivs EL Enchant Land 


@ BLUE ‘@cOLD “@ GREEN 


"EN “Enchantment INT interrupt 
EW Enchant World LL Legendary Land SL Summon fever” 
_INS SEER 







as eens Source SOR Sorcery 



























7500 | @ CoralHeim ... 


@ Ali from Cairo i 
6.00 | @ Crumble 


O Army of Allah 
@ Bazaar of Baghdad 
@ Bird Maiden ... 
© Bottle of Suleima 
® Brass Man 
O Camel 
@ City in a Bottle . 
@ City of Brass... 
@ Cuombajj Witches 


























idon’s Cane 


@ Cyclone ......... @ Gaea’s Avenger .. 

® Dancing Scimitar @ Gate to Phyrexia.. 

§@ Dandan @ Goblin Artisans .. 

@® Desert © Golgothian Sylex 

@ Desert Nomads * Grapeshot Catapult ......: 





@ Haunting: 
rkyl’s Recall 
ad lvory Tower . 


@ Desert Twister ... 
@ Diamond Valley 
@ Drop of Honey 
@ Ebony Horse. 
@ EtHajjaj 
@ Elephant Graveyard 
@ Erg Raiders ... 
@ Erhnam Djinn... 
O Eye for an Eye 
@ Fishliver Ol... 
@ Flying Carpet 
@ FlyingMen ... 
@ Ghazban Ogre 
© Giant Tortoise 
@ Guardian Beast .. 
@ Hasran Ogress 
@ Hur Jackal ... 
@ |fh-Biff Efreet 
@ Island Fish Jasconius 
®@ Island of Wak-Wak 
@ Jandor's Ring... 
® Jandor's Saddlebags 
® Jeweled Bird 
© Jihad ...... 
© Junun Efreet 
@ Juzam Djinn 
®@ Khabal Ghoul .. 
O King Suleiman 
@ Kird Ape 
@ Library of Alexandria 
@ Magnetic Mountain .. 
® Merchant Ship .. 
@ Metamorphosis 
@ Mijae Djinn .. 
O Moorish Cavalry .. 
@ Mountain 








Mishra’s Fao! ry 


; ® Mishra’s War Machine .. 
1 @® Mishra's Workshop 
{ @ Obelisk of Undoing .. 























& Rack, The 

@ Rakalite ... 

@ Reconstruction 

{ O Reverse Polarity. 

; & Rocket Launcher 

i ® Sage of Lat-Nam 
hi 




























© Staff of Zegon 
} @ Strip Mine 
 @ Strip Mine (sky picture) 




















® Tablet of Epityr .. 
{ @ Tawnos's Coffin... 








@ Tetravus .... 
@ Titania's Song 







@ Old Man of the Sea .. 















@ Oubliette + @ Triskelion....... 
O Piety ... @ Urza's Avenger . 
@ Pyramids... 4 @ Urza's Chalice 

© Repentant Blacksmith ... @ Urza's Mine .. 

@ Ring of Ma'uf ... 1 @ Urza's Miter .. 

@ Rukh Egg .. cs ® Urza's Power Plant . 
@ Sandals of Abdallah @ Urza's Tower... 

®@ Sandstorm 












® Serendib Djinn | @ Weakstone .. 












i i@ Mishra’s Factory (Winter) LAN U 














® Transmute Artifact ...... 

















AG R 













) i 











@ Blond Lust os 
: @ Blue Mana Battery ..... 
© Boris Devilboon . 






© Brine | 800: 
i © Bronze Horse. 5.00 } 
1 @ Carrion Ants. 9.00 | 
¢ @ Cathedral of Serra. 2.00 : 
@ Caverns of Despair . 850 : 
: @ Chain Lightning .. 7.00 | 











@ Serendib Efreet 4 @ Xenic Poltergeist. 300 i 
O Shahrazad ... } @ Yawgmoth Demon . SCR 7.00 : e 
@ Sindbad .. SCR 4.00 ; @ Yotian Soldier ......... AC € 75  @ Chains of Mephistopheles EN R 2 
@ Singing Tree .. SCR 30 | ee | Chromium SCR 1 
@ Sorceress Queen.. SCR 9.00 ; ae } O Cleanse . 
@ Stone-Throwing Devils ...SC C 6.50 H LEGENDS fr 1oO Clergy 
@ Unstable Mutation ......EC C 1.50 } WIZARDS OF THE COAST-1994 : © abe S 
O War Elephant C 2.00 4 Fut Set (310 cards) Re eu : @ Concordant Grossroads ...EN R 
@ WyjluliWolf G 4.00 + Booster Pack (15 cards) : | @ Cosmic Horror .........80 R 
@ Ydwen Efreet.. R 12.00 } Booster Box (36 packs) : @ Craw Giant SC 
ss | [nlisted Commons i @ Crevasse ... -EN 

i i @ Crimson Kobolds SC C 
ANTIQUITIES } @ Abomination . } @ Crimson Manticore SCR 
WIZARDS GF THE EOAST-1994 { @ Crookshank Kobolds......SC ¢ 
Full Set (100 cards) . $275.00 ; ~ Dakkon Blackblade F 





- 20.00 ¢ 
». 925.00 


Booster Pack (8 cards) 
Booster Box (60 packs) .... 





@ Arathi Berserker 













© Amulet of Kroog ...... ART C 1.00 | @ Aisling Leprechaun ...... 
© Argivian Archaeologist ...SC_R 35.00 § OvAKron Legionnaire 

© Argivian Blacksmith. -6 45 | @ AilHallow's Eve .... 

@ Argothian Pixies .. 15 i © ‘Al-abara's Carpet. 

@ Argothian Loe 15 } ® Alehor’s Tomb 

@ ‘Armageddon Choc! “450 : O Angelic Voices . 
@ Artifact Blast...  @ Angus Mackenzie 
@ Artifact Possession . ; ® Anti-Magic Aura . 


O Artifact Ward } @ Arbora .... 

® Ashnod’s Altar } © Arcades Sabboth......... 
© Ashnod’s Battle Gear i} @ Arena of the Ancients ... 
® Ashnod’s Transmegrant i @ Avoid Fate 

@ tod cacorvvovysntes i © Axelrod Gunnarson 
® BatteringRam . + @ Ayesha Tanaka . 
@ Bronze Tablet .. } @ Azure Drake . 


@ Candelabra of Tannos... 
© Circle of Protection: Artifact 


} @ Backdraft. 
+ @ Backfire . 












7.00 | @ Barbary Apes. 
@ Citanul Druid .. “SC U 300 } — Barktoath Warheard 
@ Clay Statue .. SAC! (Com estas artel Runeaxe 
@ Clockwork Avian . ACR 7.80 » Beas 
® Colossus of Sardia ......AC R 8.50 3 @ Black Mana Battery 

































+ O D’Avenant Archer 
{ @ Darkness ... 


i @ Disharmony 


; 


i O Elder Land Wurm 
+ @ Elder Spawn ... 


i 


} O Enchanted Being 
 ®@ Enchantment Alteration 












+ @ Evil Eye of Orms- PHL Gore Se U 
| © Fallen angel: 08 U 
+ @ Falling Star ... 


} @ Field of Dreams 


@ Deadfall ... 
@ Demonic Torment 
®@ Devouring Deep... 
i © Divine Intervention 
10 Divine Offering . 

ite) Divine Transformation 
} Dream Coat... 
+ @ Dwarven Song . 











@ Elen Riders ... 


O Equinox... 
p Eternal Warrior 
Eureka 









t @ Feint 





@ Fire Sprites 



































O Presence of the Master 
Primordial Ooze . 2.00 
Princess Lucrezia 4,00 
Psionic Entity 7.00 
© Psychic Purge .. 1.50 
© Puppet Master . 3.00 
Pyrotechnics 1.00 
Quagmire... 3.50 
spr 4 Quarum Trench Gnomes SCR 7.00 
1.00 | @ GlyphofDelusion ...... INS GC 1.00 } @ Rabid Wombat ......... 4.00 
2.00 | @ Glyph of Destruction ...INS C 1.00 | @ Radjan Spirit . 3.00 
00 § @ GlyphofDoom .....,...INSC 100 ; @ Raging Bull . 1.00 
15 + O Glyph of Life INS C 1.00 Ragnar... 9.00 
200 t @ Glyph of Reincarnation...INS € 1.00 Ramirez DePietro SC 4.00 
8.00 ; © Gosta Dirk © Ramses Qverdark SC R 10.00 
6.00 | @ Gravity Sphere ; O Rapid Fire A 9.00 
5,00 ; O Great Defender ° Rasputin Dreamweaver. ‘A 
250 } O Great Wall 
1,00 ; O Greater Realm of Preservation H 
5.00 | 500 | @ Red Mana Battery . 
1.00 } 5 Greed .. ai 5.50 ; @ Reincarnation 
1 ® Green Mana Battery ...ARTU 4.00 : @ Relic Barrier .. 
1 © Gwendiyn DiCorci ......8C R 9,00 ; @ Relic Bind.. 


















@ Firestorm Phoenix 





























: t © Jedit ies 6 earbe sane SC U 3.50 

Flash Count | © Jerrard of the Closed Fist SC U 4.00 
loral Spui io R 10,00 

@ Force Spike . 00 : @ R 8.00 
© Forethought Amulet ...ARTR 8.00 } @ R700 
O Forlified Area... NC 180) @ ANU 450 
@ Frost Giant : 350 1 @ 86 U 4.00 
> Gabriel Angelfire SCR 8.00 ; or SCR 6.00 
® Gauntlets of Chaos ......ARTR 7.00 | @ Ki SC R 800 
@ Ghosts of the Damned ...SC C 1.00 ; O Kismet ..... “AN U 4.00 
@ Giant Turtle 00.0... SCC 75 | & Knowledge Vault ARTR 8.00 
1 @ Kobold Drill Sergeant ...SC U 7.00 

/ @ Kobold Overlord . SC R 10.00 

 @ Kobold Taskmaster . SC U 7.00 

1 @ Kobolds of Kher Keep SCC 1.00 

& Key Shield ART U 3,00 

> Lady Caleria R 8,00 

~ Lady Evangela CR 9.00 

+ Lady of the Mot HG 

+ «© Lady Orca SC U 5.00 

; ® Land Equi rium NR 10.00 

© Land Tax. EN R800 

@ Land's Edge ENR 9.00 




























= Halfdane_ 









Up 
& 
5 


Hazezon Tamar if 
Headless Horseman ...... 

























imprison j 

in the Eye of Chaos ..... ; 

a Indestructible Aura ...... j 

4.00 Infernal Medusa .. ; 

5.50 infinite Authority } 

950 invoke Prejudice... : 

1.00 } Wary Guardians. j 
9.00 lacques le Vert . 





se 0000 CCGG. @en08e e0ene 


Jasmine Boreal . 


@ Lesser Werewolf....,....SC U 3.50 
® Life Chisel ... ART U 4.00 
: @ Life Matrix ART R 8,00 


1 O Lifeblood .. ENR 10.00 
@ Living Plane .. «ENR 12.00 
> Livonya Sifone CR 11.00 
— Lord Magnus .. ;U 400 
@ Lost Soul . 80 6 1.00 
®@ Mana Drain INT U 60.00 
@ Mana Matrix -ART R_ 10.00 
® Marble Priest... AGU 2.50 
> Marhault Elsdragon......8C U 3.00 

{ @ Master of the Hunt ......SC R 17.00 

+ ® Mirror Universe R 90.00 

7 O Moat ........ R 75.00 

+ @ Mold Demon .. R 8.00 

} @ Moss Monster C. 1.00 


| @ Mountain seine 


i Nebuchadnezzar .. 
@ Nether Void . 
} @ Nicol Bolas .. 











i O Remove Enchantments 










Heaven's Gate .. : 4.00 ; @ Reverberation 

ell Swarm. INS GC 1.00 } O Righteous Avenger 

ell's Caretaker ....,....SC R 1200 : & Ring of Immortals 

ellfire ... SOR R 12.00 : © Riven Tumbull 

Holy Day .. INS G 1.00 ; © Rohgahh of Kher Keep ... 
Horn of Deafening © Rubinia Soulsinger ...... 
Hornet Cobra. i @ Rust oo... 
Horror of Horrors. i © Sea King’s Blessing . 

unin Gjornersen . | @ Seafarer’s Quay. 





+ @ Shelkin Brownie . 
! @ Shield Wall . 


{© Sivitri Scarzam 
; 1) Sofkanar the Swamp KingSCR. 11.00 






























































































































Mountain Yeti 





@® North Star .. 
@ Nova Pentacle .. 
© Osai Vultures... 
© Palladia-Mors _ 
© Part Water 
© Pavel Maliki 




















© Petra Sphinx... 
@ Pixie Queen 
® Planar Gate . 
@ Pradesh Gypsies 










































® Remove Soul. 


@ Revelation 




























“& Serpent Generator . 












 Shimian Nght Stale 



















@® Spectral Cloak .. 







































































































: @ Dwarven Catapult 
® DwarenHold .,.. 
© Dwarven Lieutenant 
@ Dwarven Ruins . 
@ Ebon Praetor , 
®@ Ebon Strongho 
© Elven lyre. 
@ Ehish Farmer 
O Farrel's Mantle 
O Farrelite Priest 
@ Feral Thalid . 
® Fungal Bloom 
Goblin Flotilla. 
Goblin Kites. 
Goblin Warrens 




















; @ Svelunite Temple ...... 00: @ Binding Grasp .......5 
$ @ Thallid Devourer .. ; 3 > Black Scarab. a 
! @ Thelon’s Chant .. i 

+ @ Thelon’s Curse .. 
@ Thelonite Druid 

Thelonite Monk . 

Thnll Champion. 
@ Thrull Retainer 
= @ Thrull Wizard... 
$ @ Tidal Influence .. 
= @ Tourach’s Chant .. 
+ @ Tourach's Gate .. 
+ © Vodalian Knights .. > Chaos Lord 

¢ © Vodalian War Machine... a Chaos Moon .. 
: ® Telyon Sword ......... ; ‘Chrot 























Brand of Omen. 
Breath of Dreams. 





































50 ; O Caribou Range ei 
i ® (Celestial Sword 
: Centaur Archer 













































































































































































































































































































































































































































Spinal Villain SCR 13,00 a ' : © Hand of Justice ........80 R ; O Cold S 
@ Spirit Link. “ECU © Dust to Dust... : @ Havenwood Batllegro ind LAN U ; @ Conquer 
@ Spirit Shackle . 1.00 Eater of th 2 O Heroism . : ICE AGE & ® Crown of the Ages 
> Spirtual Sanchar i Eel : WIZARDS OF THE COAST-1995 | © Suseaf Montane 
“Stang © hes of Deep Sato : : Full Set (383 cards) SO ee eat 
® Storm Seeker ® Fiernal Flame .. : @ Homarid Spawning Bed EN Starter Deck (60 cards) "900 ; & Deflection 
@ Storm World O Exorcist : @ HymntoTourach ...... d Giartar Box (10 decks) 87.00 Demonic Consultation ...INS U 15 
: } © leatian Lieutenant SCR Booster Pack (15 cards) 295 Despotie Scepter. aol 
: O leatian Phalanx . Booster Box (38 packs) 80.00 Diabolic Vision... 15 
© Sword of the Ages O leatian Priest 2. amnion : 45 ; © Dread Wight ..... 3.00 
@ Sylvan Library : : @ Dreams of the Dead. 50 
@ Sylvan Paradise @ Drift of the Dead.. 0 
@ Syphon Soul.. O Drought ..... 50 
®@ Tabernacle at Pendrell Vale ® Fountain of Youth ...... : - Dwarven Armory... 3.00 
@ Frankenstein's Monster... 00 : 4 Astramech Droid De ¢ ©. Earthlink ~ 250 
@ Takklemaggot Gaea’s Touch ts : i @ Elder Druid 315 
© Telekinesis Ghost Ship Elemental Augury 3.25 
© Teleport... @ Goblin Wizard = Elkin Bottle ... 3.50 
@ Tempest Efreet © Enduring Renewal 6.00 
Tetsuo Umezawa O Energy Storm 3.50 
O Thunder Spirit... ; e Inferno Essence Vortex 50 
® Time Elemental = © Knights of Thom : @ Fanatical Fever 00 
Tobias Andrion : @ Leviathan Fiery Justice 2.50 
@ Tolaria .... a, Fire Covenant 80 
Tor Wauki... ® Flame Spirit .. 00 
Torsten Von Ursus : Flooded Woodlands . . 3.00 
: ® Mana Vorex © Flow of Maggots... 200 
: © Marsh Goblins © Forbidden Lore 2.00 
y Tuksir Deathiock e > © Martyr's Cry © Force Void 50 
© Tundra Wolves ......... : @ Maze of Ith @ Forgotten Lore 2) 
@ Typhoon .... hs 2 @ Merfolk Assassin. . Formation 2.00 
© Undertow... ? @ Mind Bomb . © freyalise Supplicant...... 50 
© Underworld Dreams... O Miracle Worker @ Freyalise’s Charm. 50 
@ Unholy Citadel i@ ' @ Freyalise’s Winds 5 
© Untamed Wilds . : umarcle 50 
: @ Niall Silvain > Fyndhorn Bow 50 
® Orc General o @ Fyndhorn Elder oo 
@ People of the Woods ... ® Fyndhom Pollen .. 200 
® Venarian Gold ‘ 15 = © Preacher .... ® Game of Chaos ... 2.50 
© Visions... SORU 3.00 : @ Psychic Alleray O General Jarkeld .. 4.00 
® Voodoo Doll . ARTR 5.50 : @ Rag Man ..... Ghostly Flame : 3.00 
@ Walking Dead SCC 15 ie bo Giant Trap Door Spider...SC U 50 
O Wall of Caltrops ‘SCC 1.00 : & Runesword . Glacial Chasm : 50 
@ Wall of Dust ... SGU 1.50 : @ Safe Haven Glacial Crevasses 275 
@ Wall of Earth SCC 75 3 & Scarecrow @ Glacial Wall .. 15 
O Wall of Light... SC U 4.00 : @ Socarwood Bandits ...,.. Glaciers |. 250 
@ Wall of Opposition ‘SC R500 : © Scanwood Goblins ® Goblin Lyre 250 
@ Wall of Putrid Flesh SC U 4.00 : @ Scanwood Hag .. Goblin Mutant 50 
@ Wail of Tombstones SC U 3.50 : @ Season of the Witch ® Goblin Snowman.. wl 
® Wall of Wonder SC U @ Gravebind 2.00 
@ Whirling Dervish.........8C U4! Dy O Green Scarab ae 50 
& White Mana Battery TU 4.00 : @ Sorrow’s Path O Hallowed Ground ...... EN 50 
© Willow Satyr... R B00 F @ Spiting Sg @ Halls of Mist... LAR 2.00 
@ Winds of Change . @ Hecatomb...... EN R 5.00 
@ Winter Blast... jematite Talisman ; 50 
@ Wolverine Pack : Ps ane Kelp. Hipparion ...... y 50 
@ Wood Elemental > O Tivadar’s Crusade @ Hot Springs 2.00 
@ Wretched, The 3 & Tormod’s Crypt... urricane 50 
Kira Arien.... Tower of Coireall i ! @ Hyalapterous Lemure eS 00 
© Zephyr Falcon @ Tracker ..... j , Wl : Hymn of Rebirth ey 
? @ Unele Istvan ee 4 ce Cauldron .;. ART R 3.50 
© Wand of ith ... ce Floe LANU 1.00 
THE DARK Co War Barge ... ® Iceberg EN Ul) 50 
WIZARDS OF THE COAST-1994 : © Water Wum : @ Icequake.... SOR 1.50 
Full Set (119 cards)... . .. $145.00 | © Whippoorwill : : : @ Icy Manipulator U 7.50 
Booster Pack (8 cards) .. 8.00 | O Witch Hunter... © Ieatian Skirmishers ...... SC R 2.00 : @ Abyssal Specter ... 115 © ley Prison... 2.00 
Booster Box (60 packs) ® Icatian Store a 250 : ® Adarkar Sentinel . 0: S lusionary Presence... 3.00 
Unlisted Commons O Icatian Town : 3.00 : © Adarkar Wastes . 6.00 : © lllusionary Terrain .....EN 080 
: = Implements of Sac 1.00 : @ Aegis of the Meek ....-.ARTR- 2.50 : © Illusions of Grandeur ...EN 3.50 
© Amnesia .... : ; @ Orcish Captain ......... SC U 50: @ Aggression : @ infernal Darkness. ... 
O Angry Mob. : FALLEN EMPIRES \y : B Org ........ SCR 3.00 : 7 Altar of Bone Infernal Denizen ... 
© Apprentice Wizard. : WIZARDS OF THE COAST-1994  : @ Raiding Party.. EN U 50 : & Amulet of Quoz . Infinite Hourglass — 
@ Ashes to Ashes . Full Set (187 cards) : @ Rainbow Vale LAN R 2.50 Anarchy ..... Jester's Cap 
@ Ball Lightning : Booster Pack (8 cards) + @ Ring of Renewal “ART R 1.75 Arcum's Sleigh ......... Jester’s Mask... 
@ Banshee .... = Booster Box (60 packs) : © River Merfolk..... «SCR 2.50 Arcum's Weathervane .. .ART 4 Jeweled Amulet... 
© Bars Cage . > (insted Commons : @ Ruins of Trokair.. WANU 5 Arcum’s Whistle 50 : @ Johtull Wurm 
@ Blood Moon . 00 Sand Silos. 3.00 : @ Ashen Ghoul .... 1.00 } @ Jokulhaups 
© Blood of the Martyr... 00 } Aeoliple ...-ccccseeeee. Seasinger..... 1.00 : @ Avalanche 50: O Justice 
@ Bone Flute . 1.00 = Balm of Restoration Soul Exchange .. 15 ¢ © Balduvian Conjurer. . 50: @ Karplusan Forest 
‘& Book of Rass — ‘75 = @ Bottomless VaultX © Spirit Shield ,.. 1.00 » Balduvian Hydra . 4.00 : @ Karplusan Giant ......... 
@ Brothers of Fire . 15 = @ Breeding Pit ... Spore Flower... 0 Baton of Morale. 50 ; @ Karplusan Yeti_.........80 R 
® Cave People . SC.U 1.00 =  Gonch Hom Swyelunite Priest. . 0: 50 ¢ © Mjeldaran Elite Guard ...8C Uo 5 
@ City of Shadows. LAN R 3.00 } @ Deep Spawn : : 
O Cleansing .. ySORR 4.00 = @ Delifs Cone . 
© Coal Golem ACU 1.15 : @ Delifs Cube . MAGIC DATA C=COMMON U=UNCOMMON R=RARE 
@ Curse Artifact EAU 1.50 = @ Derelor - 
© Dance of Many ......+4 ENR 3.00 Draconian Cylix © ARTIFACT @BLACK © BLUE GOLD @ GREEN RED OWHITE AND 
Dark Heart of the Wood EN C 25 = @ dwarven Armorer - - 
ART Artifact EA Enchant Artifact EN Enchantment INT Interrupt SC Summon Creature 
AC Artifact Creature EC Enchant Creature EW Enchant World LL Legendary Land SL. Summon Legend 
CR Current Rarity EL Enchant Land INS Instant MS Mana Source SOR Sorcery 





PRICE DATA WENT UP | WENT DOWN |HEAVY TRADING| NEW: 












































> Kjeldoran Frostbeast 
O Kjeldoran Knight... 
O Kijeldoran Phalanx ...... 
© Kieldoran Royal Guard ... 
© Kjeldoran Skycaptain 
@ Knight of Stromgald...... 
@ Krovikan Elementalist ... 
@ Krovikan Vampire 
@ Land Cap. 
® Lapis Lazuli Talisman 
® Lava Tubes 
® Leshrac’s Rite 
@ Leshrac’s Sigil 
@ Lhurgoyf ..... 
O Lightning Blow 
@ lim-Dul's Hex... 
© Lost Order of Jarkeld 
© Ure reese ese 
@ Maddening Wind.. 
@ Magus of the Unseen 
®@ Malachite Talisman. 
@ Marton Stromgatd 
@ Melee...... 
@ Melting 

© Mercenaries 
~— Merieke Ri Beri 
© Mesmeric Trance 
@ Mind Warp 
@ Mind Whip 
@ Minion of Leshrac ...... 
@ Minion of Tevesh Szat ... 
@ Mole Worms .. 
Monsoon 
© Mountain 
@ Mudslide .. 
@ Musician .. 
® Mystic Might .. 
® Nacre Talisman 
® Naked Singularity 
@ Nature's Lore 
@ Necropotence 
@ Oath of Lim-Dal .. 
% Onyx Talisman .. 
@ Oreish Cannoneers 
@ Orcish Healer. 
®@ Oreish Librarian 
@ Oreish Squatters.. SC | 
© Order of the Sacred TorchSC R 
© Order of the White Shield SC U 
@ Pale Bears ot 

© Pentagram of th 
® Phantasmal Mount ...... 
@ PitTrap ..... a 
® Polar Kraken .. 
(aul) Sanooranen 
@ Pygmy Allosaurus 
@ Pyroclasm 
® Reality Twist 
"Reclamation 
O Red Scara 
@ Ritual of Subdual 
® River Delta .. 
® Runed Arc’ 
O Sacred Boon. 
© Sea Spirit .. 
O Seraph ..... 
® Shield of the ue 
@ Shyft . 
© Sibilant Split. 
© Silver Eme 
> Skeleton S' ip ; 
& Skull Catapult .. 
= Sleight of Mind .. 
® Snow Fortress . 
O Snow Hound .... ie 
® Snow-Covered Forest ... 
@ Snow-Covered Isiand ... 
® Snow-Covered Mountain 
® Snow-Covered Plains ... 
@ Snow-Covered Swamp... 
®© ‘Snowblind 
© Soldevi Golem 
®@ Soldevi Machinist 
© Soldevi Simulacrum . 
& Soul Barrier .... 
© Spectral Shield 
@ Spoils of Evil... 
@ Spoils of War 
© Staff ofthe Ages. 
@ Stampede 
@ Stench of Evil 
@® Stone Spirit. 
© Storm Spirit. 
~~ Stormbind 
@ Stromgald Cabal . 
@ Stunted Growth .. 
@ Sulfurous Springs . 
@ Sunstone on 
O Swords to Plowshares .., 
@ Thermokarst 
® Thoughtleech. 
® Thunder Wall... 

@ Timberline Ridge ...... 
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Sag 
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i & Book of Rass 
: @ Bronze Horse... 
: © Chromium... 





} @ Concordant Crossroads... 


: @ Dance of Many . 


eecgcerses Gu 





? @ Time Bomb .. 


Total War 

Touch of Vitae 

Trailblazer ae 
@ Underground River ...... 


Wail a Lava . A 
© Wall of Pine Needles 
@ Wall of Shields 

War Chariot 
® Whalebone 
O White Scarab 
@ Whiteout .. 
® Wind Spirit. 
®@ Witigo.. 
~ Wings 

Winter's Chill 

Withering Wisps . 
@ Word of Blasting 
© Wrath of Marit Lage 

















© Yavimaya Grats ....... 50: 


® Zurs Weirding . 45 


® Turan Orb fi 3.50 : 


: CHRONICLES 

: WIZARDS OF THE COAST-1995 
i Full Set (125 cards) 

+ Booster Pack (12 cards) 

+ Booster Box (45 packs) 

Unlisted Commons 


3 O Abu Jafar 

: © Akron pecinalte i 
: @ Aladdin. 

+ O Angelic Voices : 

: © Arcades Sabboth. 


Axelrod Gunnarson 
la Tanaka . 
ee c 








City of Brass. 
® Cocoon 


@ Craw Giant . 
Cyclone 
Dakkon Blackblade 


® Enchantment Aeration 
Erhnam Djinn... 
Fallen, The 

Fallen Angel . 
Feldon's Cane. 
Fire Drake... 
Gabriel Angelfire 
Gauntlets of Chaos . 
Goblin Artisans 

ell's Caretaker 
Horn of Deafenins 
Ivory Guardians 
Jalum Tome... 
jeweled Bird 








: & Juxtapose 

= © Kei Takahashi 

+ © Land's Edge .... 

: © Marhault Elsdragon 
= © Nebuchadnezzar... 
: © Nicol Bolas ... 

: ® Obelisk of Undoing . 
3 © Palladia-Mors.... 

: O Petra Sphinx... 

: @ Primordial Ooze 

: @® Puppet Master 

: @ Rabid Wombat 

i ® Rakalite .... 

2 Recall... 

: @ Revelation 

fc © Rubinia Soulsinger 
: @ Safe Haven . 

: © Sentinel ... 

? -@ Serpent Generator 
: O Shield Wall : 
= @ Shimian Night Stalker ...SC U 
: © Sivitri Scarzam 

: © Sol'kanar the Swamp King SL_R 





® Storm Seeker 


+ @ Urza's 


ie Takklemaggot 


; ® Teleport .... 

: © Tobias Andrion 

3 @ Tormod’s Crypt . 

1 @ Triassic Egg .. 2 
+ @ Urza's Mine (four versions) 


‘aeviclis 


} & Voodoo Doll .. 

: @ Wall ol Opposition 
: @ Wall of Wonder 
 O Witch Hunter... 
+ @ Wretched, The 





ie Yawgmoth Demon 


Summon - 


: HOMELANDS © 

? WIZARDS OF THE COAST-1995 
+ Full Set (140 cards) . 

= Booster Pack (8 cards) .. 

$ Booster Box (60 packs) 

: Commons 


: O Abbey Gargoyles 


© Ather Storm 
An-Hawa Constable .. 


: @ An-Hawa Inn 

= @ An-Hawa Township... 
: @ An-Zerrin Ruins .. 

: @ Anaba Ancestor .. 


Anaba Spirit Crafter. . 
© Apocalypse Chime 


¢ @ Autumn Willow .. 
: @ Aysen Abbey... 
: O Aysen Crusader 
: © Aysen Highway 
} @ Baki's Curse... 
+ @ Baron Sengir.. 
: O Beast Walkers 
: @ Black Carriage .. 
} @ Broken Visage .. 
: @ Castle Sengir 
@& Chain Stasis .. 


: @ Chandler 

$ & Clockwork Gnomes 
? & Clockwork Steed... 
: © Clockwork Swarm 
- me Coral Reef 


: eS peep 


5 Dvaiven Pony 


H @ Dwarven Sea Clan 
: @ Ebony Rhino 
0 : @ Eron the Relentless .. 


Evaporate 
©® Faerie Noble 


: @ Feroz’s Ban 
: @ Forget 
? @ Funeral March 


© Giant Oyster 


Grandmother Sengir 

Greater Werewolf. 
 Hazduhr the Abbot . 
@ Headstone 
© Heart Wolf 

Ihsan's Shade 


®@ Joven’s Ferrets . 
doven's Tools 
Koskun Falls .. 
Koskun Keep 

@ Leaping Lizard . 

O Leeches 

@ Mammoth Hamess . 

® Marjhan 
Merchant Scroll .. 

® Mystic Decree . 

@ Narwhal .... 

@ Orcish Mine 

® Primal Order . 

O Prophecy 

© Rashka the Slayer . 

®@ Renewal 

@ Retribution .. 





@ Reveka, Wizard Savant Pa 


8 
SER 


‘SCR 200 | @ Soldier of Fortune 


© Serra Aviary... 

O Serra Bestiary. 
O Serra Inquisitors . 
O Serra Paladin 

® Serrated Arrows 

O Soraya the Falconer 
© Spectral Bears. 


Timmerian Fiends 





Winter Sky. 
“Wizards! Schoo. 


ALLIANCES ~” 
WIZARDS OF THE COAST-1996 
ull Set (199 cards) , 
jooster Pack (12 cards) 
joaster Box (45 packs) . 


© Ashnod's Cylix..... 
@ Balduvian Dead . 
® Balduvian Horde......... 
@ Balduvian Trading Post 
Bounty of the Hunt 
‘Browse .. 
® Burnout .. 
Chaos Harlequin . 
®@ Contagion 
Deadly Insects. 
Death Spark .... “ 
Diminishing Retums ... 
Diseased Vermin 
Dystopia... 
EWvish Bard. 
Elvish Spirit Gui 
Energy Arc. 








(3) 
® False Demise 
@ Fatal Lore 

Feast or Famine 
® Floodwater Bam 

Force of Will... 
@ Gargantuan Gorilla . 
@ Gorilla Shaman . 
© Gustha's Scepter. 
@ HailStom .... 
@ Heart of Yavimaya . 
%@ Helm of Obedience. 
© Inheritance .... 
O ory Gargoyle . Zs 
O Juniper Order Advocate 
e 
@ Keeper of Tresserhorn ... 
O Kjeldoran Home Guard ...S6 
® Kjeldoran Outpost . 
Krovikan Horror... 
Krovikan Plague ... 
Lake of the Dead. 
Library of Lat-Nam . 
Lim-Dil's Paladin 
Lim-Dai’s Vault... 
Lodestone Bauble . 
Lord of Tresserhorn 
Misfortune oo. cceee 
Mishra’s Groundbreaker 
Misinformation ......... 
Mystic Compass 
Nature's Blessing 
Nature's Chosen 
Nature's Wrath 
Omen of Fire 
Phantasmal Sphere 





SCR 


Phyrexian Portal 
Pillage 
Primitive Justice. 
Pyrokinesis . 
Reprisal .... 
Ritual of the Machi 
Rogue Skycaptain 
Royal Decree 
Scarab of the Unseen ... 
Scars of the Veteran... 
: School of the Unseen ... 
= O Seasoned Tactician 
+ @ Sheltered Valley 
: @ Shield Sphere 
3 © Sol Grail... 
5 i : ® Soldevi Digger . 
: B Soldevi Excavations 


@OVO0OOOCSCOSE GO 






















® Spiny Starfish ......... NY 
@ Splintering Wind 
® Storm Cauldron... 





=m 
a 
2s 

















® Wand of Denial . 
Wandering Mage... S¢ 


U 
R 
R 
Storm Elemental St U 
@ Stromgald Spy SC U 
Suffocation ... INS. U 
> Surge of Strength INS U 
O Sustaining Spirit ......8C R 
© Swom Defender......,..86 R 
@ Thawing Glaciers TAN R’ 8.00 
Thought Lash ENR 3.00 
> Tidal Control -EN R 3.00 
° Tornado ...... -EN R 2.50 
© Unlikely Alliance SEN Uo 50 
4 ® Ura'sEngine .........AC R 1.00 
| @ Varchild’s War-Riders ...SC R 4.00 
| @ Viscerid Drone ......... SU) 15 
R 
R 

































4 ® Whirling Catapult 1.50 
© Winter's Night... 3.00 
@ Yavimaya Ants ... 1.00 











MIRAGE ** 
WIZARDS OF THE 
Full Set (350 cards) .. 

Starter Deck (60 cards) 
Starter Box (12 decks)... 
Booster Pack (15 cards) 
| Booster Box (36 packs) 
Commons ........6+5 
Unlisted Uncommons .. 





GOAST- 













@ Abyssal Hunter .........80 R 3.00 


®@ Acidic Dagger . 2.50 
@ Afiya Grove 2.50 
O Aftedife ail 


® Amulet of Unmaking ...ART R 
A Ancestral Memories ...SOR 

@ Ashen Powder ......... SOR R 
| © Asmira, Holy Avenger ...SC R 
| O Auspicious Ancestor ...SC R 
@ Barreling Attack... R 
4 ®@ Basalt Golem... 

















| @ Hammer of Bagardan SOR R 11.50 | 














$ @ Tin-Wing Chimera ...... ACU 60 
i O Tithe INS R 4.00 
50 } @ Trangle of War... ARTR 3.00 
INS R 4.00 } @ Undiscovered Paradise...LANR 8.00 
ENR 3.00 $ @ Vampiric Tutor ......... INS R 9.50 


Ack antsa cutee 2.00 } @ Helm of Awakening 
© Zebra Unicom SC U 1.00 | CO Henoratle Passage 
@ JZirlan ofthe Claw ......SC R 350 } @ Juju Bubble... 
© ‘Duberi, Golden Feather...S6 R350 | @ Kaerek’s Spite 
® Katabatic Winds 
















oer t @ Kookus ...... SCR 3.50 } @ Viashino Sandstalker ...SC U 1.50 

VISIONS ¥ ; & Lead-Belly Chimera ‘60 © Viashivan Dragon 8.00 
WIZARDS OF THE COAST-1997 | © Lichenthrope ... 3.00 ¢ & Wand of Denial .. 5.00 
Full Set (187 cards) 00 | @ Lightning Cloud 4.00 ; © Waterspout Djinn 1.00 
| Booster Pack (15 cards) 350 | O Longbow Archer 150  O Zhalfirin Crusader. 4.00 










; Booster Box (38 packs) oe H & Magma Mine 
+ Commons ......... 19 | O Miraculous Recovery 


! Unlisted Uncommons “59 | @ Natural Order 
; @ Neciomancy ... 
} @ Aku Djinn... eens 5.00 ; @ Necrosavant ... 


+ @ Anvil of Bogardan { © Nekateal ... 
+ © Archangel ~ Ogre Enforcer 
Ovinomancer 


420 | IWEATHERLIGHT &3 
150 } WIZARDS OF THE COAST-1997 
450 + Full Set (167 cards) 
20 + Booster Pack (15 cards) 
3 } Booster Box (36 packs) 











Hakim, Loreweaver . o8C R 3.00 


® Hall of Gemstone 























@ Harbinger of Night . 



























Fi le Army Ants 50 } Commons ........ 15 
Hivis of the Scale : i oH : 
H r4 Horrible Hordes... @ Blanket of Night......... 1.00 | O Peace Talks... 4 i Unlisted Uncommons .... . 50 
| @ Illicit Auction . 
! © Illumination an : oe : ee © Abeyance 7.50 
{ @ Infernal Contract ...... 50 f ; i : Peat ‘ on 
i © Jabariss Influence 7 ‘ : : er Flash .. b 
+ ® Jungle Patrol S. Nabaster Dragon 5.50 
| ©” Kukemssa Pirates i @ pees Knowledge... ms 
; © Leering Gargoyle 2 Avizoa ..... ie ; 
| @ Lion’s Eye Diamond 4 aa a 
{ @ Lure of Prey...... ne Dancer. | 
| eee erie ‘ 
! lana Prism ( 
j Maes esto. S ts a us e a 
; langara's Equity i 
| & Mangara’s Tome. oe a aa a 4.00 
! @® Marble Diamond . at i i“ 4 
i; @ Maro... ingus Staff. ....+r.eee ! 
| O Melesse Spirit = @ Doomsday ec 4.00 
| @ Mindbender Spores ...,.. @ Owarven Thaumaturgist SCR 3,00 
1 @ Mire Shade ..... ) Ertais Familiar...» 3.00 
ie rae Cage ; — - 
i ist Dragon .. i 
} @ Moss Dams © Foriysian Brigade 5 
| @ Mystical Tutor ®@ Fungus Elemental 215 
} @ Natural Balance... ) Gaea's Blessing 1.50 
se _ceecrngeenrm 
H ull Chamber. @ Gems f 
| @ Painful Memories ®© Goblin Bomb .. 4.00 
| @ Paupers’ Cage @ Heart of Bogardan 4.00 
i; O Pearl Dragon... i @ Heat Stroke ..... 3.50 
1 @ Phyrexian Dreadnought... . atic ied a 
{ © Phyrexian Pi Infernal Tribute .. x 
ml heal O Inner Sanctum .. 3.00 


{ @ Phyrexian Tribute 












® Bazaar of Wonders R 4.00 
> Benthic Djinn...... R 3,00 
@ Blighted Shaman 50 
@ Blind Fury iiss 30 
| ® Bone Mask . R250 
@ Brushwagg .... 80 R 2.00 
| @ Buming Palm Efreet ...SC U 15 
© Cadaverous Bloom ......EN R 5.00 
@ Canopy Dragon . R 5.00 
Os Carneiro nes R 250 ; 
Catacomb Dragon ...... SCR 6.00 
i ENR 7.60 
ENR 3.0 
j ® Charcoal Diamond . Uo 1.50 5 
© Circle of Despair. R 3.00 
U 50 
® Coral Fighters 5 
@ Crimson Hellkite . SC R 7.00 
®@ Crypt Cobra . SC 5 






i © Cursed Totem 
@ Cycle of Life .... 
Daring Apprentice . 
© Discordant Spirit. 
Dissipate .... 






















} O Divine Retribution . 
@ Dwarven Miner . 15 
@ Early Harvest 3.00 
© Emberwilde Caliph R 25 
@ Emberwilde Djinn R 3.80 
OY Energy Bolt ..00......80RR 3.76 
® Energy Vortex ENR 3.75 
© Enlightened Tutor . U 2.00 
O Ethereal Champion ......SC R 3.00 
© Favorable Destiny . M5 








@ Final Fortune. INS R 7.00 














& Fire Diamond 1.50 

Flash 2) vive 3.00 
@ Forbidden Crypt . 3.50 
@ Forsaken Wastes §.00 
) ‘Frenetic Efreet ... 4.00 
@ Goblin Soothsayer . 50 
© Grim Feast .... 3.50 


® Grinning Totem .. 


i @ Polymorph 
; @ Preferred Selection .. Mana Web ... 
© Prismatic Boon .. Maraxus of Keld 
> Prismatic Lace... Morinfen’...... 
Muwonvuli Ooze .. 








1 @ Liege of the Hollows ...SC R 4.00 


» Political Trickery t 
+ @ Lotus Vale ... 





) Psychic Transfer 


Purgatory...... Nature's Resurgence SOR R 315 
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ie Purraj of Urborg ... Noble Benefactor 15 
! O Rashida Scalebane Null Rod ...... 3.00 
| @ Razor Pendulum .. Oreish Settlers 1.50 
+ @ Reckless Embermage > Paradigm Shift 350 
} © Reflect Damage... © Peacekeeper... 450 
i © Reparations ... © Pendreli Mists... 450 
| © Rock Basilisk ® Phantom Warrior 1.00 
i @ Roots of Life Psychic Vortex 3.00 
| O Sacred Mesa Releam .... 1.00 
| “> Savage Twister Scorched Ruins 5.00 
| 9) SaWback Manticore’: Serenity... 4.00 
} © Sealed Fate Serra’s Blessing 1.50 
| @ Seeds of Innocence Southern Paladin 5.00 
; @ Shallow Grave... Taff o... 3.00 
 @ Shauku, Endbringer... L Teferi's Veil 50 
| @ Shimmer ; oe hace Gtx Thran Tome . R 2275 
| OP Sidar daban @ Bogardan Phoenix ..,... S¢ 4.00 ; 4 Phyrexian Marauder ...AC R Thundermare... SCR 7.50 
1 & Sky Diamond ® Brass-Talon Chimera ...AC U 50 | @ Pillar Tombs of Aku...... Tolarian Entrancer SCR 4.00 
# © Soul Echo opus meee © Breathstealer's Crypt ...EN R ; @ Prosperity +8 Tolarian Serpent st R 3.00 
} O Spectral Guardian | @ Brood of Cockroaches ...SC U 00 | © Pygmy Hippo. + @ Touchstone .... ART 50 
| @ Shirt of the Night } @ Chronatog .....eee see SCR 4.00 $ @ Quicksand .... } © Tranquil Grove ENR 4.00 
i ity of Solitude . EN 8.00 + @ Quirion Druid ; @ Urborg Justice INS 4.00 
corrosion ..... EN 3.00 § @ Rainbow Efreet . } @ Urborg Stalker SCR 4.00 
Creeping Mold SORU 150 ; @ Relentless Assault { @ Vodalian Illusionist $C R 5.00 
Jesertion... ANT Re 5 D Retribution of the Meek SOR R ? O Volunteer Reserves SC U 1.50 
} @ Tanita 20 Desolation EN U 1.00 | ® Righteous War .....,... 350 | @ Wave of Terror ... R 3.00 
| @ Teela’s Dragon } @ Diamond Kaleidoscope...ART R 3.00 1 @ Rowen. EN R 3.50 { © Well of Knowledge R400 
| SMES aR @ Dragon Mask VART UU 1.00 3 4.00 ; @ Winding Canyon R 5.00 
| @ Tefer's Isle . Elephant Grass EN 1.00 ; 1.00 } @ Xanthic Statue ... R 4.00 
! @ Telim'Tor ... Etkin Lair... WEN 3.00} bo 50} 
F @ TelimTor’s Edict... Equipoise .. ENR 4,00 } We Siiake Basket 72.0227) 6.00 j 
j 4 Tombstone Stairwell EN R Eye of Singularity ......EN 400 | — Squandered Resources...6N R 400: TEMPEST & 
1 @ Tomentof Lava......... emeref Enchantress ...$C R _ 300 ; @ Stampeding Wildebeests SC U 1.00 } WIZARDS OF THE COAST-1997 
} @ Uktabi Wildcats Firestorm Hellkite ......S6 R 6.00 i » Suleiman's Legacy ...... EN R 3.50 ¢ Full set (335 cards) 
i © Unfulfiled Desires » Flooded Shoreline R 3.00 ; © Summer Bloom... % 1.25 { Booster Pack (15 cards) 
| @ Ventifact Bottle ... Forbidden Ritual R i J Tefen's Puzzle Box . 4.00 + Booster Box (36 packs) . 
1 Vigilant Martyr... Goblin Recruiter .. i © Tefer’'s Realm . 3.00 i Starter Deck (60 cards) 
+ @ Volcanic Dragon Griffin Canyon { © Tempest Drake .... 1.00 } Starter Box (12 decks) .... 
j S Three Wishes 3.00 3 


1 @ Volcanic Geyser ......... 
; @ Waiting in the Weeds 
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} © Warping Wurm ... = : aS wre 

| © Welspring MAGIC DATA. C=COMMON U=UNCOMMON R=RARE 

1 @ Wildfire Emi a 

Bete ies @ ARTIFACT @BLACK @BLUE ®@GOLD @ GREEN @RED OWHITE @LAND 
ART Artifact EA Enchant Artifact EN Enchantment INT Interrupt Sc Summon Creature. 
AC Artifact Creature EC Enchant Creature EW Enchant World LL Legendary Land SL Summon Legend 
CR Current Rarity EL Enchant Land INS Instant MS Mana Source SOK Se 
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Starter Box (12 decks-pre-constructed) 
126.00 





Commons ... 
Unlisted Uncommons ... 


9 Angelic Protector 
© Apes of Rath 
© Apocalypse 
© Auratog 
© Avenging Angel 
@ Bellowing Fiend 
® Benthic Behemoth 
® Booby Trap .... 
® Bottle Gnomes’ 
@ Bounty Hunter 
§ Caldera Lake 
© Canyon Drake 
@ Carrionette 
® Chaotic Goo 
= Chil... 
@ Choke... 
@ Cinder Mars 
@ Coffin Queen... 

© Cold Storage... 

: Commander Greven il-Vec SC 

@ Corpse Dance ......4.. 





@ Death Pits of Rath 
© Dirtcowl Wurm 2... 
Dracoplasm 
®@ Dregs of Sorrow 
= Duplicity .. 
© Eartheratt.. 
© Echo Chamber 
@ Eladamni, Lord of Leaves 
Eladamri's Vineyard ...... 
@ Elven Warhounds 
® Emerald Medallion 
© Emmessi Tome 
©. Energizer... 
© Ertai’s Meddling 
© Escaped Shapeshifter ... 
@ Extinction 
@ Fevered Convulsions 
O Field of Souts 
O Flickering Ward .. 4 
Flowstone Salamander ... 
© Flowstone Sculpture 
© Flowstone Wywem ...... 
® Fool's Tome ... 
6 Fugitive Druid 
© Furace of Rath 













© Gerrard's Battle Cry. 
© Goblin Bombardment 
® Grindstone 
® Hand to Hand 
© Hanna’s Custody 
© Heartwood Giant... 
© Helm of Possession 
O Humility... 

® Interdict 
® Intuition ... 
® Jackal Pup... 
@ Jet Medallion 
© Jinxed Idol 
@ Kezzerdrix... 
O Knight of Dawn 
@ Knight of Dusk 
@ Krokilin 
® Legacy’s Allure 
© Legerdemain 

0 


e Lobotomy 
@ Maddening imp 
“Magmasaur 
é Magnetic Web 
® Mana Severance 
© Marble Titan 
© Mawcor 
@ Maze of 8 
® Meditate 
@ Minion of the Wastes mn 
Mirr’s Guile ......... 045 
@ Mogg Cannon v.40... 
Mongrel Pack mi 
@ Nature's Revolt 
@ No Quarter .. 
O Oracle en-Vec 
© Orim, Samite Healer 
© Qvernn 
® Pallimud .. “ 
© Patchwerk Gnomes ...... 
® Pearl Medallion ... 
© Pegasus Refuge . . 
© Phyrexian Grimoire .. 
Pine Barrens 








+ © Reoye 
i 4 Reflecting Pool 


: @ Sarcomancy .. 


ie Scalding Tongs 








‘Shy Spit. 


; e Steal Enchantment . 





















i @ Mortuary .. 


: ©) recognition 
? @ Propaganda .. 
; @ Puppet Strings 
? @ Rain of Tears 


& Rathi Dragon... 





 @ Screeching Harpy 


Scroll Rack 
Selenia, Dark Angel. 
Shosker 


@ Shyshroud Forest 


i @ Skyshroud Vampire . 
3 e Soltari Emissary .. 


Soltari Guerrillas .. 


= O Soltari Monk... 
: O Soltari Priest... 
j 2 Spirit Mirror . ; 
: _ Spontaneous Combustion 


® Starke of Rath 
® Static Orb 


© Storm Front 


: @ Sudden Impact 


- Telethapter_ 


= Unstable Shapeshifter... 


Vec Township .. 
Verdant Force 
© Verdigris .. 
~~ Vat iHDal 
Warmth .. 
Wasteland .. 
© Whim of Volrath 


= Whispers of the Muse ae 


© Wind Dancer .. 
“Winds of Rath 
- Wood Sage. 


STRONGHOLD 


WIZARDS OF THE GOAST-1998 





ull Set (143 cards) 


tarter Deck (60 cards), . 
tarter Box (12 decks) .. 


joster Pack (15 cards) 


Ommons .... 





Acidic Sliver .. 


Crovax the Cursed. 


Crystalline Sliver. 
®@ Dream Halls . 
® Ensnaring Bridge 


® Flowstone Mauler 


@ Grave Pact. 


Heat of Battle 


: @ Hermit Druid . 
: @ Hesitation... 
? © Hidden Retreat. 
; @ Hor of Greed .. 
; © Intruder Alarm 


{nvasion Plans 
dinxed Ring .. 


© Mask of the Mimic. . 
+ @ Megrim 


@ Mind Peel 
Mindwarper. 
Mogg Infestation 
Mogg Maniac. 








; © Mox Diamond J ARTR 20.00 : © Dominating Licid 





i O Saltari Champion 


} © Volrath’s Gardens LR 300 $ © Paladin en-Vec : 00 ; & Citanul Flute 
+ & Volrath’s Laboratory } 
i @ Wolrath’s Shapeshifter... 3.50 : @ Pit Spawn ... ; 50; @ Contamination 
; ® Volrath’s Stronghold 
; O Wall of Essence . ; 00 ; @ Ravenous Baboon SCR. 300 | @ Crater Hellion .. 

: @ Wall of Souls... 00! @ Recurring Nightmare...... i @ Dark Hatchling 

; © Warrior Angel. .00 : @Resuscitate ... oe Darkest Hour .. 














+ Full Set (143 cards) 
} Starter Deck (60 cards) 
© Starter Box (12 decks) i 
= Booster Pack (16 cards)... 3.00 | © Thalakos Drifters 
+ Booster Box (36 packs) 
3 Commons : 
£ Unlisted Uncommons. .. 1.00 : O Wall of Nets 





i OQ Cataclysm 
} & City of Traitors 














listed Uncommons...... 











3 50, : Booster Pack (15 cards) 
(850 3 ‘ 00 : Booster Box (36 packs) 
: © Ephem ! Starter Deck (75 cards) .. 





Starter Box (12 decks) 


:@ Reins of Power . el 50 3 é inte Portal. rR 3,50 ; Commons ........ 
: @ Revenant .. 3.50 5 © Ertai, Wizard Adept 
: O Rolling Stones. : .00 : © Exalted Dragon : i 
+ © Ruination.. + Fiohti ; + @ Abundance 
; O Sacred Ground . ; : al { 

§ O Shaman en-Kor . 


+ Unlisted Uncommons. . 


® Shard Phoeni 


1 {> Shifting Wal 
+ & Silver Wyvern 


Skeleton Scavenger 3.00 + @ Mind Maggots Boe 

Sliver Queen ....... + @ Mind Over Matter : oo : @ Attunement... 

00 ; @ Mindless Automaton ......AC R 3.00 ; © Back to Basics. 
© Spike Breeder. 00 @ Mirri Cat Warrior 75 : © Barrin, Master Wizard 
@ Spike Feeder . U 150 : ® Monstrous Hound ‘SCR 300 : © Barrin’s Codex ... 
Spitting Hydra. R350 § @ Null Brooch .... 00 : @ Bedlam... 
Stronghold Assassin . al Oath of Druids : 00. @ Brand ... 





: © ‘Sword of th RTR 250 : @ Oath of Ghouls : 50 | @ Bulwark 
: O Temper 15 + © Bath of Lieges ‘ENR. 3.50 : O Catastrophe 


+ @ Child of Gaea .. 





Thalakos Deceiver 





Oath of Mages 


: @ Vordant Touch ........ R250 | © Oath of Scholars : 50: & Chimeric Staff 


~ Vietual Silver. 00 : ® Ogre Shaman ... : @ Citanul Centaurs .. 


Pandemonium i 00: @ Citanul Hieraphants 





} @ Plaguebearer ... ‘SCR 300 ; © Copper Gnomes 


Sees = ai : © Seismic Assault ......... 00 : @ Discordant Dirge 
© Skyshroud War Beast ...SC R360 : © Drifting Djinn . 
® Sphere of Resistance... 00 : @ Eastern Paladin 
@ Spike Cannibal... : @ Electryte 

1 © Spike Hatcher... { OElte Archers .. 

+ @ Spike Weaver .. F : @ Endless Wurm 

+ @ Survival of the Fittest... 1 @ Energy Field... 

: e Exploration 

+ @ Thopter Squadron ...... : O Faith Healer 


+ @ Volrath’s Dungeon H ® Fault Line . 
® Fluctuator... 
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i ie : j © Gilded Drake 
@ CostctAms. o URZA'S SAGA * © Glorious Anthem .. 
© Comialesoence R275 | WIZARDS OF THE COAST-1998 ; © Sratted Salen 


@ Dauthi Warlord... ~sT3- = Full Set (335 cards) i Hees 


© Greener Pastures... 
O Herald of Serra 
: @ Hidden Herd. 
+ @ Hidden Predators... 
@ Hidden Stag .. 
@ Il-Gotten Gains 
® Imaginary Pet... 
+ O Intrepid Hero . 
: @ Karn, Silver Golem 
Lifeline 
® Lightning Dragon .. 
® Lightning Dragon Cro) SC R 
® Lotus Blossom ....... 
@ Lurking Evil... 
 Metrognome ........ 
Midsummer Revel 
® Mishra's Helix 


oa 




































































@ Persecute... 

®© Phyrexian Colossus. 
© Phyrexian Processor 
8 Phyrexian Tower .. 

O Planar Birth 

® Purging Scythe 

© Recantation .. 

O Remembrance 

@ Reprocess ..... 

® Rumbling Crescendo , 
ORoP: Lands .. 

® Scoria Wurm .. 

© Seasoned Marshal. 


Liturgy 

® Serra’s Sanctum... 
Shivan Gorge .. 

© Shivan Hellkite 

© Show and Tell .. 

@ Sleeper Agent... 

© Smokestack 

© Sneak Attack . 

® Somnophore 

O Soul Sculptor .. 
Sporogenesis .. 

© Stroke of Genius .. 

© Sulfuric Vapors. 


@ Tainted Ather 













































® Temporal Aperture 
® Thran Quarry. . 
“3 Time Spiral... 
_ @ Tolarian Academy. 
© Umbilicus .. 
@ Vebuild... 
© Veiled Croc 
@ Vernal Bloom a 
Viashina Sandswimmer ...S! 
@ Western Paladin... 
® Whetstone 
@ Whirlwind... 
@ Wildfire .. 
@ Witch Engine . 















Full Set (143 cards) 


Booster Pack (15 cards) 
Booster Box (36 packs) 
Commons .... 
Unlisted Uncommo 









| @ Anthroplasm 
@ Archivist... 
@ Avalanche Riders . 
® Beast of Burden. 
| O Blessed Reversal. 
| @ Brink of Madness. 
® Crawlspace 
= Damping Engine .. 
® Defense Grid 
@ Defense of the Heart...... 
© Delusions of Mediocrity... 
® Deranged Hermit . 
@ Eviscerator 
© Fleeting Image 
| @ Goblin Welder... 
® Grim Monolith 
| WHidden Gibbons. 
@ |mpending Disaster . 
& Iron Mai 
O Karmic Guide . 
@ Lurking Skirge 
® Memory Jar .. 
® Might of Oaks. 
® Molten Hydra .... 7 
® Multani, Maro-Sorcerer ... 
@ Multani’s Presence . 
© Opal Avenger .. 
@ Palinchron 
+ @ Phyrexian Plaguelor 
O Planar Collapse 































Pyromancy .. 
© Quicksilver Amulet 













O Radiant, Archangel 
O Radiant's Dragoons ...... SC U 
& Ring of Gix .. ; 














® Second Chance 
> Shivan Phoenix 
@ Subversion 
® Thranlens .. 
© Thran War Machine. 
® Thran Weaponry .. 
© Urza's Blueprints. . 
@ Viashino Cutthroat 
@ Weatherseed Treefolk ... 
@ Wheel of Torture......... ART R 


URZA'S LEGACY 
(FOIL SET) ~ 


Full Set (143 cards)........0.s0008 
Unlisted Commons... 
Unlisted Uncommons 









@ Angel's Trumpet 
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WIZARDS OF THE COAST-1999 





450 : 


URZA'S LEGACY ~ 
WIZARES OF THE COAST-1929 
sasiduswesmnee $9.00 
Preconstructed Starter Deck (75 cards) 9.00 = 
Starter Box (12 decks) ...........644 : 














: © Beast of Burden .. 
: O Blessed Reversal. 
5 @ Bone Shredder .. 


: © Defense Grid... 















































































2 O Karmic Guide ... 
> @ Lurking Skirge 


: S Molten Hydra... 
: O Mother of Runes... 




























































® Multani, Maro-Sorcerer ® Windseeker Centaur 
@ No Mercy 
O Opal Avenger 
© Opportunity 

© Palinchron 





vo SLR 48.00 
















@ Divreteri Reclamation 
‘S) Planar Collapse... 






















BABYLON 5 
PRECEDENCE PUBLISHING-1897 

ull Set (446 cards) . «+ $225.00 
tarter Deck 9.00 






bd Second Chance 
® Shivan Phoenix 


SC U 1500 : 
“ACR 28.00 = 
INS R 25.00 = 
$C U 15.00 = 
“ENR (30.00 
ART R» 30.00 E © Thran Lens. 
,ART R 28.00 = % Thran Weaponry . 
LART R. 38.00 = & Treetop Village 



















@ As It Was Meant To Be...AGE R 
Babylon 5 Unrest 
Bester 

@ Bio-Weapan Discovery ... 

@ Blessings 

@ Blockade ... 

@ Bombing Run... 
Captain Pierce 

@ Carpe Diem ... 

Casualty Reports... 

© Competing Interests 

Conflicting Desires 

Conflicting Loyalties 

Consolidated Position ... 

Contact First Ones 

Counterintelligence 

Covert Allies... 

Crusade ... 

















































































































@ Cultural Connections ...AFT Pr 
Damage Control Team ...GROR 4.00 
Delenn Transformed ...CHAR 6.00 
Demonstrative Victory ...CON R 3.00 
» Despair di i 
Destined to Be EVE Pr 12.0 
Destroy the Opposition ...AGE Pr 5.00 
iplomatic Advantage ...AFT R 3.00 
Disaffected (all affiliationseach) 
. R 4.00 
Disgrace ... ae) 3.00 
Doctor Franklis ; + 10.00 
Elie ia lieiaces = R 5.00 
Emperor Turt CHAR 5.00 
Fleet Of The Line ...... FLE R 6.00 
Forced Commitment ...ENH R 3.00 
Forced Evolution.......... R 4,00 
Forced Impairment 4.00 
‘orces Collide... R 3.00 
Free The Souls . 3.00 
@ Glory ......... 5 3.00 
® Government Opposition. “GRO 3.00 
DOUBLE TAKES a 
bd Grey Counci Fleet  FLE-R 5,00 
B G'Sten....... R 5.00 
@ Harvest Souls R 3.50 
@ Heavy Fleet... R 5.00 
Immortality Serum ......DIP R 4.00 
© \mperial Telepaths ...... R 4.00 
@ Inevitable Destiny R 3.00 
@ |t Will Be His Undoing ...AFT R 3.00 
© Jason Jronheart .,.......CHA R-- 6.00 
@ Jha'Dur .... CHAR 5.00 
John Sheridan. CHA R 11.00 
O Kosh Naranek .........CHAR 7.00 
@ Lack of Direction «AFT Pr 15.00 
@ Left Vulnerable AFT R 3.00 
Luis Santiago... CHAR 5.00 
@ Maintain The Peace AGE R 3.00 
» Defense of the Heart...... @ Warcus Cole - cia R= 700 
Dense oe Mesioeny, @ Markab Fleet FIER 4.00 
leranged Hermit Viashino Heretic . Martyr. c.c... AFT R 3.50 
ea Weatherseed Treefolk ...80 -R- Minister Malachi.........CHA R 5.00 
aerie Conclave Wheel of Torture......... ART R 30.00 @ Monitored Deal. EVE Pr 3,00 
eet aye me @ Morden ....... CHAR 6. 
: @ Motivated Leaders ......GRO R 3.50 
a ae : URZA'S @ Negotiated Surrender ...AFT R31 
ue ae @ Ho Escape TR 3.00 
oblin Welder... - DESTINY a Not Meant To Be 4.00 
farmonic Convergen aes oa 
> @ Order Above All Af 
Ete) GOS Pie ee 550 2 @ Pariament Of Dreams ...CONR 3.00 
a ee eC © Giant Badger 5.50 = @ Paying For Sins 3.00 
Mana Crypt... 18,00 : @ Power Posturing. 3.00 
Nalathni Dragon 5.00 © Prolonged Talks . 3.00 
Sewars of Estark ...ccesceeee @ Protests oo. 3 








BABYLON = BATA, c=COMMON U=UNCOMMON R=RARE 











© CENTAURI HUMAN ®MINBARI @NARN @NEUTRAL @OTHER OVORLON 
AFT Aftermath CNT Contingency EVE Event INT Intrigue 
AGE Agenda CON Conflict FLE Fleet LOC Location 
CHA Character ENH Enhancement GRO Group MIL Military 





PRICE DATA. WENT UP | WENT DOWN |HEAVY TRADING 








@ Public Apology 

@ Racial Hatred... 

@ Rally The People 

@ Ramming 

@ Rangers Surveillance 


@ Reverse Advances 
® Rogue Soul Hunter 
@ Salvage Yard... 
@ Secondary Control 
ret Strike ... 
Seizing the Advantage 
hakat 


@ Skeletons In The Closet... 


@ Sleeping Zha'dum 
@ Spin Doctors ... 
@ Stealth Technology 
@ The tye... 
® Thenta Makur 

hird Battle Fleet 


Total War . 
@ TuPari 
@ Vendetta . 
@ Vital Interests 
forlon Enhancement 
@ Vorlon Rescue 
@ \ree Saucers 
far Leader Shakiri 
larleader's Fleet 
@ Warrior Caste 
@ Witness Protectio: 
@ Wounded 


THE SHADOWS 


EXPANSION 


PRECEDENCE PUBLISHING-1998 


Full Set (203 cards) .... 
Booster Box (24 packs) 
Booster Pack (12 cards) 
Commons .. ais 
Uncommon: 


@ A Final Statement 
@ Additional Force ... 
D Ambassador Kosh 
@ Annex Neutral World 
@ Assassination Device 
ittack Babylon 5 
®© Broken Allegiance 
@ Bureaucratic Controls 
® Calenn. ae 
@ Calling the Shots 
Centauri Beta .. 
@ Change of Direction 
@ Consumed by Shadows 
@ Coup de Grace ... 
@ Covering Weaknesses 
@ Credit Chip ... 
maged From Within 
@ Dedicated Follower 
@ Defense Treaty 
@ Disciple of Light 
@ Eliminate Threats 
Emperor Cartagia 
® Entilzha 
@ Evidence of Shadows 
@ Faotional Inertia 
@ Fast Learner 


@ Freedom of Choice 
@ Gather Rebels 
© Government Aid 
@ Growing Skepticism. 
@ Healing Artifact .. 
@ Heavy Resistance 
@ Held Back 
@ Heralds of the Grey .. 
@ Hidden Corruption 
@ Hollow Victory .. 

in Chaos, Uncertainty 
@ Inthe Spotlight .. 
@ Inconclusive Strike 
@ Information Overload 


@ Knowledge, then Action 


@ Lashing Out 


@ Leam Their Weakness - : 


@ Looking Ahead 

‘© Lord Mollari 

@ Lost in Shadows 

@ Managed Growth 
Manifest Destiny... 
Mindwipe 


New Opportunities 
@ New Priorities 


@ Obstacles to Victory... 

@ Over the Brink 

@ Past Victories 
Peaceful Solutions 

@ Permanent Wound 


@ Preeminence 
® Presidential Coup 
@ Prove Your Worth 


@ Ranger Operations 

@ Recalled ... 

@ Recover and Regraup 

@ Refusal to Yield 

@ Reluctant Allies 

® Sebastian... 
Senator Young 

@ Shadow Medallion 


@ Shadow Retribution ..... 


@ Sigma 957 

@ Special Intelligence .. 
@ Spread Unrest 

@ Stagnation 

@ Status Quo 

© Stim Addictio 

@ Stolen Spoils 

@ Stripped Bare 

@ Sworn to Shadows 


@ Telekenisis 

@ The Lure of Shadow 

@ The Vorlons Respond 
The White Star .. 


The Young Races Rise. 


@ Jo Stand Alone 

@ To the Victor .. 

@ Uncertain Futures 
@ Undermine Trust 

@ Unheralded Losses . 


@ Unrelenting Pressure. 


© Unsung Hero 


@ Walkabout 

@ When Duty Calls 
William Morgan 

@ Zha'dum Awakened 

@ Za'thras .. 


EXPANSION 


= Full Set (417 cards) 

> Starter Box (12 decks) 

= Booster Box (20 packs) . 
> Booster Pack (10 cards) 


Commons 
Unlisted Uncommons 


@ A Show of Guile . 
Agamemnon .. 
Agoressive Action . 


@ Anna Sheridan. 

@ Asimov Laws 
Attack Forma 
Beyond the Rim . 

@ Buy New Resources. 

@ Changeling Net . 

@ Charting the Course. 
Chosen of God. 
Coincidence . 
Combined Fleet. 

®@ Command Ship . 

@ Confrontatio 

@ Conscription . 
Consultants 
Dagool. . 

Day of the Dead . 

@ Death of Kosh 

@ Defeated .... 

@ Defector Revealed . 
Defend the Races. 
Diplomatic Payoff. 

@ Disarray 

@ Emfeeli 

@ Exhaustion 
Fate Calls 
Feint .. 

First One Intervention 

@ First One Involvement 

@ First One Protection. 

@ First United Fleet 
Force Majeure. 

@ Fray at the Edges. 
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Star Trek, K-Files, Middle Earth, Battletech, — 
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$ @ Well Publicized 
@ White Star Fleet .. 
® Fathras 
i ® Zathra's 
































@ Full Mobilization... + @ Ranger Training .... 




























































































@ Further Gains £ @ Rebirth Ceremony . j 2 in : 
ean + @ Return to Ideals . 00: © Professor i me 
Gaim Merchant } @ Sanctuary....... 50 POKEMON + O Psychic Energy ....-+0+ 
© Gear Up for War......... + @ Second Unit Fleet, ‘oo | WIZARDS OF THE GOAST-1989 : © Raichy (nolographic) ... 
® G'Kar Enlightened 5 * @ Shadow Cloud .... 00 ; Full Set (102 cards) 1st edition... 600.00: O Raticate .... 
@ Guarded Resource ...... CNT R i @ Shadow Implants R 259 ; Full Set (102 cards) 2nd edition ...250.00 : © Rattata 
@ Hidden Pressures R } @ Shadow Strike Fleet......FLE R 3.00 ; !st Edition Booster Box (36 packs) 400.00 : O Revive... 
Hidden Treasury... R + @ Shadow Symbiont NR 259. ; [st Edition Booster Pack (11 cards) 23.00; &@ Sandshrew 
Hyach Matriarch R } @ Shadow Tech Upgrade ...ENH R 2.50 ; 2nd Edition Booster Box (36 packs) 250.00 ; O Scoop ae 
Intervention Force R + @ Shadow War Fleet ......FLE 4.00 { 2nd Edition Booster Pack (11 cards)... 7.00 ; @ Seel 
dustin ..ccseeccees R : @ Sahdowwatch H 250 : Starter Set (2 decks)... yo 002000 § Squirtle . ; 
@ Let Them Fight R : " Sheridan Reborn......... 7.50 : Theme Deck-Blackout 33.00 { © Starmie 
Loren .... R 1 @ Strange Bedfellows ...... 250 | Theme Deck-Brishfire ... 33.00 ; © Stary 3 
@ Luhf/Syhf. R H ® Techno-mage . R 50 4 Theme Deck-Overgrowth -33.00 : © Super Energy Removal ... 
© Lyta Empowered R i @ Tera Firma .. me 0g ; Theme Deck-Zap ++ 40.00 | O Super Potion .......044. 
@ Maintain Control R 2 @ The Just Su i 00 ; Prices are for 2nd Edition cards. 1st { O Switch. 
Master of All . R + @ The Katai., “ R 400 : Edition card prices are 150-250 % of @ Tange ....... 
Merciless .... R i @ The Path of R 2, { 2nd Edition equivalents. @ Venusaur (holograp 
© Minister Durano . R } @ The Upper Hand......... ON R 250 4 : y 
@ Momentum .......00... R } @ Third United Fleet ...... LER 3.50 0} 
H Alakazam (holographic) POK R 22.00 : © Wartortle 
Arcanine ... + POK U 5.00 ; © Water Energy 
® Beedrill .POK 8.00 :°@ Weedle ....... 
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© Blastoise (holographic) .. POKR 25.00 4 

© Bulbasaur .POK 50 ; 
© Caterpie POK C50 
© Chansey (holographic) ...POK R 17.00 
A500 







® Charizard pee POK R 
harmander . ime 
Charmeleon .. 
Clefairy (he ee 
> Clefairy Doll. 
Computer Search 
Defender. 
> Devolution Spray 
Dewgong 
iglett... 
DOdUOS ss cananver sien 
Double Colorless Energy ENG 
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Bratini... 
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© Farfetch'd 
) Fighting Energy 
D Fire Energy ... 










Growlithe ... 
O Gust of Wind... ave 
© Gyarados (holographic)... 











® Hitmonchan (holographic) POK 
O Impostor Professor Oak TRA R 
O ltem Finder. 3 











: Lightning | Energy 
Machamp (holographic) 

* Machoke .... ae 

@Machop . 

© Magikarp’. 
Magmar . 
Magnemite . ie 
Magneton (holographic) 

O Maintenance . 5 

+ © Metapod ....,. ae 

1 © Mewtwo (holographic) ... 

+ @ Nidoking (holographic)... 

 @Nidorino 

Ninetales (holographic) . 


























@ This Was a Mistake 
@ To Makea Stand. 
O Ulkesh Kosh... 
} @ Unexpected Activity .. 
{ @ Unfounded Rumors 
; @ Valarius 
» Vengeance Fleet . . 
! @ Voice of the Resistance. 
@ Vorlon Order 


@ Nhuk/ Vrek .... 
@ On All Fronts fi 
© Opportunity For Chaos ... 
@ Order Maintained 
@ Perpetual Conflict. 
@ Plague 
@ Playing Both Sides . 
@ Power Brokers 
@ Power Play .. 
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in) Pidgeotta 























@ Premonition .. af ; @ Vorion Planet Killer 3.00 PO a 
@ Pride of the Kha'Ri...... + © Vorlon Strike Fleet 3.50 KEM 
® Prime Minister Mollari ...CHA R } @ Vorion Universe ... 2.00 — ON 
© Public Resentment ...... © Vorlon War Fleet WATER 
@ Purple Files .......0.0.. @ Wargames 00... 0... ; : 
. ENG Energy POK Pokémon 








1 O Pidgey 


{ O PlusPower 


‘ POKEMON 
(JAPANESE) . 


; Prices for Basic Japanese cards are the 
} same as their American counterparts. 















Pikachu. 


O Pokédex 
© Pokémon Breeder 
© Pokémon Center... 
© Pokémon Flute. .... 
© Pokemon Trader 
© Poliwag_..... 
© Poliwhid .... es 
‘© Poliwrath (holographic) 
Ponyta me 
O Porygon 




















Zapdos (holographic) ...POK R 25.00 
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K (60 cards) 00 





: JUNGLE EXPANSION : 
: (JAPANESE) 


{ Full Set (48 cards) _ 


LIGHTNING @GRASS ©FIRE FIGHTING “PSYCHIC OCOLORLESS 


TRA Trainer 


PRICE DATA, went up| went Down |HEavy TRADIN 


| ROCKET GANG 
| EXPANSION 
| JAPANESE) 












: FOSSIL EXPANSION 
: (JAPANESE) 


+ Full Set (48 cards) — 


























































ull Set (65 cards) 
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} Gards are white-hordered, 
Seth les : @ Albert Einstein. .........PER-R 


i @ Alidar Jarok . 
? @ Alien Groupie ... a 
® Alyanna Nechayev ..... 

@ Ancient Computer ...... “DIL R 




























































e “Evie? Wieplume 
© “Evil” Wartortie 
@ “Evil” Weezing 
‘© Fix Anything Eneray 
© Grimer.... 
© Heeere’s the Roc! 
@ Xoffing . 
® Machop 

Magikarp . 
_ | Magnemite 
‘@ Mankey 
© Meowth 
O Nighttime Garbage Col 










mat 5 | Machisu's Electrabi 
© Oddish. :  Machisu’s Electrabu 
® Ponyta : | Machisu'’s Electrode. 
© Porygon : © Machisu’s Fearow 












Psyduck : : 

© Rainbow Energy : | Machisu's Magnemite ... 

ORatiaia : ” Machisu’s Magnemite 

O Rocket Git : _ Machisu’s Magneton. 

© Sleep! Sleep! + © Machisu’s Negotiatio 

= Stowpoke ... “50: Machisu’s Pikachu . 

© Spread the Sticky Gas 50} Machisu's Pikachu 
Squirtle ck 50 : — Machisu’s Raichu- 





© The Battle Zone is Cratered! | | O Machisu's Raticat 
TRAC 50 : © Machisu's Raticat 

3,00 : © Machisu’s Rattata 
|: O)Machisu's Rattata 
: © Machisu's Secret 
> Q Machisu’s Spearow 
Machisu’s Spearow . 
" Machisu’s Voltorb 
: _ Machisu's Voltorbs 











© Wound eng Ey Hee) 
© Libat POK ¢ 
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Lan io 
e) Canksih Gyn ( 00 : 
© Energy Circulation BO: Orde : 
On i. : 
@ Enika’s Bellsprout 
@® Erika’s Belisprout 
© Erie's Bellsprout 
@ Enka’s Bulbasaur 
© Erika’s Clefable ... e fe an FEV eee 
ena aly Tekeshi’sGobat.... ite 3 
© Enla’s Clefairy a @ Takeshi's Golem f 
Eris Compassion .....TRA R700 @ Tokesis Graver. 
Obias eis ! @ Takeshi’s Graveler R 
oo wee Y : © Takeshi’s Lickitung . Betazoid Gift Box R 
- Erika's Exeggoute : @ Takeshi's Mankey Beverly Crusher R 
Soe nas : @ Takeshi’s Mankey @ Borg Ship .sseseesessess R 
abe ot : © Takeshi’s Method @ Bynars Weapon Enhancement 
® Enika’s Gloom... ie AVE R 
i@ Enka’s Gloom i @ Takeshi’s Minetal NT R 
oO Seas las. } @ Takeshi's Onix @ Crystal ADIL R 
: @ Takeshi’s nix. Cultura IS R 
50 > @ Takeshi’s Primeape . @ Cytherians... R 
* : O Takeshis Protection Data ... R 
50 2 @ Takeshi’s Rhydon Deanna Troi R 
a: ®@ Takeshi’s Rhyhorn @ Devil, The ... 
@ tri ees 0 : @ Takeshi’s Rhyhom @ Devoras ST 
EINES reles 0: @ Takeshi’s Sandshrew Dr. La Forge ... PER R 
ae ) : @ Takeshi’s Sandshrew Dr. Leah Brahms PER R 
pe oir  @ Takeshi’s Sandslash. Du PER R 
= ea : @ Takeshi’s Sandstash ‘valuate Terraforming ...MIS R 
: Erika’s ileplume 7 : @ Takeshi’s Vulpix . : euueiee : @ Explore Black Cluster ...MIS R 
: an : Takeshi’s Vulpix 3 Explore Dyson Sphere ...MIS R 
iS face i a i . Takeshi’s Zubal ‘ STAR TREK cus- pee Typhone Expanse “- R 
ji eesrotne . THI] elena esac 
Ee City Gym. on > Takeshi’s Zubat (elling) : TOMIZABLE CARD Geordi La Fora PER R 
ae ey; O laamuchi Gy Gym. : GAME: UNLIMITED © Goddess of Empathy ...EVE 
(aca oa 200 : O Tiny Gym... : @ Gowron ... ... PER R 
Kane pen | eli Full St (63 oars)... EOE slat 
= Kasumi’s Golden : : Starter Deck (60 cards) i; onor Challenge INT R 
suits Goldeen : Starter Box (12 decks) ; ve : 
Kasums Calduch: : Booster Pack (15 cards) . Me 
ae Gia is {Booster Box (36 packs). junt for DNA Program ...MIS R 
iauni Horses: $ Commons... Pm at i 
silianieckiniaes @ IKC Hegt'ta.. AR 
@lKC.Pagh .. AR 
SIKC QuVat.. STA R 
a i = @ Iconia Investigation ...... MIS R 
SBAIJOR. OBORG "@ CARD. ® FEDER. “@KLING. © NON-A. @OTHER @ ROMUL. @ Interphase Generator ...ART R 
—_—_ SS —_ investigate Alien Probe ...MIS R 





ART Artifact EQU Equipment INT Interrupt OBJ Objective SIT Site 
DIL Dilemma EVE Event LOC Location OUT Outpost STA Starship 
DOR Doorway HQUHeadquarters MIS Mission PER Personnel STT Station 





PRICE DATA Went up | went Down [HEAVY TRADING| NEW SET 









= @ Investigate Disturbance...MIS R 2.00 
: @ Investigate Massacre ...MIS R 2.00 
3 @ Investigate Raid ......... MIS R 2.00 


i @ Investigate “Shattered Space” 
Penta Sean eer MIS. R 
+ @ Investigate Sighting ....:. MIS. R 


: @ Jaglon Shrek-Info Broker IN 


 @ Kahless ..... 
5 @ Kargan 


? @ Kevin Uxbridge. 
m : @ Khazara oo... 
: @ Khitomer Research ...... 
: @ Kivas Fajo-Collector...... EVE 
 @ Klingon Death Yell ...... 
: @ Ktarian Game... 
: @ Kurak ........ 
: @ Kurlan Naikos 


. 
:@ 
 @ Love's Fingernail . 
:@ 

e 


i@ 





: © Roga Danar . 


i @ Sarjenka live 
F : @ Sarthong Plunder Z 


} @ Seek Life-form . 
2 @ Sela .... 


oreth.... R 
ox Uthat... is R 
siolkovsky Infection ...DIL R 
.S.S. Brittain ..STA R 
.S.S, Enterprise . J STA R 
|S. Hood .... J STA R 
.S.. Phoenix. . STA 

: .S.S. Yamato . STA R 

: @ Varon-T Disruption ......ART R 

TO Vash! Lilacs ..PER R 


: @ Vulcan Stone of Gol , 
: @ Warp Core Breach . 


: @ Wind Dancer . 


i @ Wormhole Negotiations . “Mls 
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_ GAME: LINIITED 


: oo Set (363 cards) .. 
2 Starter Deck (60 cards) 
3 Starter Box (12 decks) a 
: Booster Pack (15 cards)....... 
+ Booster Box (36 packs) ...... 
} Cards are black-bordered, 

: Single cards are worth 125% to 150% 

: of unlimited equivalents. 
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© Investigate Disappearance MIS R 2.00 
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Mendak ....... 
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Neela Daren .. 
New Contact .. 
Pegasus Search 5 





Reginald Barclay 
Richard Galen 
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Sarek . 





5 I 





Shelby....... de 
Sir Isaac Newton ...... PER 
® Study “Hole in Space” ...MIS 
@ Study Lonka Pulsar ...... MIS 
Study Nebula... nf 
@ Supernova. 
@ Survey Mission . 
am Elbrun 
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@ Temporal Causality Loop DIL 
Thomas Riker .......58 PER 

@ Thought Maker . : 

ime Travel Pod . 
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ALTERNATE. 
UNIVERSE 
EXPANSION 


DECIPHER-1995 
Full Set (122 cards, not including 
“Future Enterprise”) oe 
Booster Pack (15 cards) ... 
Booster Box (36 packs) 
Commons 
Common Personnel 
Uncommons 
Unlisted Rares 






Berlingoff Rasmussen 
® Beverly Picard .. 
© Brute Force 
© Commander Tomalak 
® Cryosatellite 
@ Data's Head 
®@ Devidian Doorway 
@ FGC-47 Research 
© Future Enterprise 

Gomtuu 
® Governor Wort .. 
lan Andrew Troi .. 
Iconian Gateway .. 
Major Rakal ... 
@ Ophidian Cane 
© Reunion «MIS. R 
@ Samuel Clemens’ Pocketwatch 





































& Tasha Yar-Altemate......PER R 
® USS. Enterprise-C ...... STA R 
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Full Set (121 cards) 
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Booster Box (36 packs) 
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@ Arbiter of Succession... 
@ Blade of Tken 













Data's Body 
Galen .... 
@ IKC Mabt-R'a 
© Juliana Tainer ... 
© Katherine Pulaski 
@ Klingon Civil War 
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Nick Locarno . 
| @ Sheliak, The 
@Terx .... 
© USS Sta jazer 
@ Yuta 


FIRST CONTACT 
EXPANSION 


DECIPHER—15997 
Full Set (130 cards) 
Booster Pack (9 cards) .. 
Booster Box (30 packs) 
Commons 

Uncommons.. 




















@ Abandon Mission... 
® Admiral Hayes. 
@ Alas, Poor Queen. 
© Myssa Ogawa. 
@ Android Headlock fy 
@ Antique Machine Gun... 
@ Assimilate Homeworld ... 
@ Assimilate This! ... 
® Beverly Crusher . 
@ Borg Kiss 
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“ART R40 




















@ Bajoran Civil War 
© Barell Antos ... 
@ Baseball... 
: ® cena Sisko 
: @ Bo 









® Korinas 
@ Kovat 









: @ Bohecka 









® LiNalas .. 
@ Makbar .. 
Martus Mazur 






@ Camping Trip 

® Central Command 

@ Cha’Joh 
ham 















Mysterious Orb 
® Natima Lang .. 
© Neela 
@ No Loose Ends 
® Odo 
@ Orb Fragment 














@ Changeling ican 
© Colonel Day . 
 @ Cure Blight... 
: @ Danar... 






:@ Borg Neuroprocessor 
© Borg Queen . 
© Bil 





















= © Deanna Trol . ; @ Pallra ooo... PER R 
 @ Espionage Mission ...... :@ Defiant Dedication Plaque EVE R 4,00 @ Plain, Simple Garak...... PER R 
3 © Geordi La Forge . ..-PER R 4.50 : @ Plans of the Obsidian OrderOBJR 
: ie DNA Clues. @ Plans of the Tal Shiar_...0BJ R 





+ @ Jean-Luc Picard . 
* Slily Sloane 5 







M 
+ @ My First Raygun 
= @ Ocular Implants . 
3 @ Ooby Dooby . 
: @ Paul Porter . 
= @ Phoenix .... 
= @ Primitive Culture . 
= O Queen's Borg Cube 
= © Queen's Borg Sphe 


Regenerate . 





















i@ Salvage Starship. 
@ Scout Encounter . 
















® USS Enterprise-E ...... 

@ Undetected Beam-In.. .DIL 
= @ Visit Cochrane Memorial OBJ 
@ Wall of Ships .. EVE 
@ Weak Spot NT 
© William T. Riker .........PER 
£ @ Worf 








until end of turn. 
The voices of the dead ring 
in the heart long after they 
have faded from the ears. 
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DNA Metamorphosis . 
Or. Soong... 
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KC. Chang 
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5 @ Persistence of Memory ...AR 8.00 
5.00 : @ Picard’s Artificial Heart...ART R 8.00 
6.00 (U1 3 ane J INT RR 7.00 
450 Sisters of Duras PER R_ 12.00 
5 Spot ... PER R 8.00 
5.0 Taliera... .PER 7.50 : 
500 : @ USS, Pasteur STAR 1000 : oe 
8.00 ? @ Entek i 
5.00 : DEEP SPACE NINE @ Establish Tractor Lock ... 
: Garak Has Some Issues ... 
: EXPANSION Garak’s Tailor Shop . 
: DECIPHER—1998 sp CEL : 
= Full Set (276 cards, not including “Defiant’) : © Sllora Rejal = @ Saltahna Cook 
: 185.00 = e panne To The Top = @ Secret Compartmeni 
.00 = Booster Pack (9 cards) . nso ¢ @ Crile... as a 
..250 = Booster Box (36 packs) 60,00 as 
: @ Harvester Virus A i 00 = 
OD ee nap; @ H:Retum Ob to Bojer OBJ R 300 @ Sime 
15. = Commons. HNC eas oe = @ Surmak Ren .... 
= Uncommons.... @ Investigate Rumors . = @ Symbiant Diagnosis 
3.00 © Jadzia Dax... = @ System 5 Disruptors 
3.50 = Prrarity denotes promo, dake and Nog @ Tahna los oo... ceseeae 
250 : @ Aamin Marra ........:PERR 4.50 : © Jaro Essa. = @ Tekeny Ghemor . 
400 ? @ Access Relay Station ...MIS R 300 : © sullan Bashir. £ @ The Three Vipers... 


- PER R 
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: @ Aldara... t 
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i: @ Toran .... 
: @ Trauma 
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@ Arak Taral., 
@ Archanis Dispute, 
@ Atul 
Berserk Changeling . 
@ Betazed Invasion. 
© Bioweapon Ruse. 


@ Chula: The Chandra . 
@ Crew Reassignment . 
Croden's Key 
D'deridex Advanced . 
Damar... 
aro 
Dejar 
Empok Nor . 
Engage Cloak 
tablish Dominion Foathal 
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lls FR” 
Goran’Agar . PER 
NKC Rotarrran ......... STA 


install Autonomic Systems Parasite 
@ Intelligence Operation 
@ Investigate Coup... 
@ Issue Secret Orders ; 
jaresh-Inyo. 
Jem'Hadar Disruptor Rifle 
© Jem'Hadar Warship 
© Kai Winn 
) Keeval 
® Keldon Advanced 
® Keogh 
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@ eel Founder 
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we Macet 
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R 
ai = @ Meso'Clan ... 
450 6 Michael Eddington R 
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:é Off ice of the President .. 
+ @ Office of the Proconsul.. 
= @ Ometikian 
= @ Operate Wormhole Relays OBJ 
= @ Orb of Prophecy and She 








Quest for the Sword. 
Remata'Klan . 

+ @ Rescue Founder 
Salia 








8.50 = @ Altonian Brain ES 
4,00 \ @ DARK SIDE OLIGHT SIDE 
© Atte Sey Sst AL Alien DRO Droid LIN Lost Interrupt REB Rebel TIN Used Interrupt 
CRE Creature EFF Effect LOC Location STA Starship VEH Vehicle 
DEV Device IMP. Imperial OBS Objective UEF Utinni Effect WEA Weapon 
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@ Security Briefing... 
@ Senator Vreenak.. 
@ Seven Of Nine 
@ Shape-Shift .. 
@ Silaran Prin .. : 
@ Sisko 197 Subroutine... 
@ Sleeper Trap .... 
© Soto .. 
@ TRul 
@ Tactical Console . 
@ Talak’talan 

@ The Earring of 
@ The GreatHall .... 
@ The Great Link. 
@ Toman'torax .. 

@ Trager..... 
@ USS. Defiant 
& USS.Odyssey 
© USS. Rio Grande 
@ Uncover DNA Clues . 
@ Weyoun 
@ Worf Son of Mogh 
@ Yelgren 
@ You Dirty Rat . 
@ Zayra’.... 





00: O Duteh .. REB R 
1h: @ EGG . DRO 
15: @ Elis Helrot a 

15 + @ Emergency Deployment UIN U 
3.50 ; @ Empire's Back, The ...... LIN U 
15 : O Escape Pod . 

15 ¢ @ Evacuate?.... 

15 + @ Expand the Empire 

4.00 : © Eyes in the Dark......... 

3.50 ? @ Fear Will Keep Them In Line 
3.50 : EFF R 
3.50 : @ Feltipern Trevagg AL 





STAR WARS 


LIMITED EDITION 


DECIPHER-1995 
Full Set (324 cards) .. 
Starter Deck (60 cards) . 
Starter Deck Box (10 decks) 
Booster Pack (15 cards) 
Booster Box (36 packs) 
Commons 
Unlisted Uncommens ..... 


Cards are black-bordered. 


@ A Disturbance in the ForeeEFF U 


@ Admiral Motti.... 
O Affect Mind. 
@ Alderaan . 
O Alderaan . 
@ Alter .... 
@ Assault Rifle... 
O ATremor in the Force 
@ Bantha 

O Beggar. 
O Beru Stew 
O Biggs Darklighter 
@ Black2 .... 

@ Black3 . 
@ Blast Door Controls 
@ Blaster Rack .. 
® Blaster Scope a 
@ Boosted TIE Blaster Cannon 






























































O BoSshek “aL 
OC-8P0. RO 
@ Caller .... DEV 
© Cantina Brawl .........LIN 
@ Charming to the Last ...LIN 
@ Chief Bast ........4..- IMP 
@ Circle is Now Complete ....LIN 
@ Colone! Wullf Yularen ...IMP U 
@ Commander Praji ...... UIN 
O Corellian Corvette STA U 
O Crash Site Memorial ...EFF U 
@ Dantooine ........ -UIN 
@ Dark Collaboration N 
@ Dark Hours ...... EFF 
@ Dark Jedi Lightsaber... WEA 
@ Dark Jedi Presence ......LIN 
IMP 
® AL 
@ Death Star: Lvl 4 Mil.Corr, LOC 
O Death Star Plans .UIN R 
© Death Star Sentry ...... EFF U 
CO Death Star: Detention Block Ctrl. 
Roading ns RoR ee eRe 0C U 
O Death Star: Trash CaN OC U 
@ Death Star: War Room ., LOC 
O Demotion ... .EFF 
@ Devastator STA 
O Dice Ibegon Al 
@ Disarmed ... «EFF 
O Disarmed EFF 
O Djas Puhr... CHA 
O Don't Get Cocky .. UN R 
@ Dr Evazan ow... eee CHA R 

























































i: @ DS-61-2 .... 


: O Figrin Dan 
{ @ 5D6-RA-7 
+ O Force is Strong With this One 











+ @ Moment of Triumph . 
23 Move Along .. 


+ O Nightfall .. 
: O Noble Sacrifice 
3 © Obi-Wan Kenob 
: O ObiWan's Cape ......... 
= O Obi-Wan's Lightsaber ...WEA 
+ @ Observation Holocam ... 


= O Our Most Desperate Hour U 
= O Out of Nowhere ......... 
= © Owen Lars 
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LIN 
5 ul LIN 
$ © Full Throttle LUN 
+ @ Garindan ...... “AL 
: © General Bodonna EI 
{ @ General Tagge .........IMP 
+ © Gift of the Mentor LIN 
: OGold1.... STA 
: O Gold 5... STA 
£ @ Grand Moff Tarkin IMP 
+ @ Gravel Storm .........++- LN 
: O Han's Heavy Blaster PistolWEA 
+ @ Han Seeker . WEA 
$ O'Han Solo .. *REB 
: O Help Me Obi-Wan Kenobi UIN 
+ © How Did We Get Into This UIN 
= O Hydroponics Station ...DEV 
= @ 1 Find Your.. Disturbing EFF 
: Have You Now .. ; 
: @ I've Lost Artoo! .........EFF 
: @ ne Class Star Destroyer 
3 icvacutatlsestundbecsion cies STA 
) Into, . Chute, Flyboy ...UIN 
lon Cannon... SWE 
¢ @ Jawa Pack EFF 
2 O Jawa Siesta ... EFF 
: O dedi Lightsaber :WEA 
+ O Jedi Presence UN 
= O Jek Porkins -REB 
+ @ Juri Juice EF 




































i Okabe ... 
> © KalFalnl Cindros AL 
= O Kessel... LOC 
z @ Kessel... LOG 
: O Kessel Run -UEF 
+ @ Kitik Keed’kak. . AL 
ste EFF 
LIN 
: @ labia ......., AL 
= @ Laser Projector WEA 
: @ Lateral Damage -UEF 
O Leesub Sirln .. AL 
: O Leia Organa ... .REB 
O Leia's Sporting Blaster... WEA 
@ Lieutenant Tanbris ...... IMP 
: O Light Repeating Blaster Rifle 
Baars. otcteereanieninmanaelt WEA 
O Lightsaber Proficiency ...EFF 
= @ Local Trouble .. LIN 
= @ Lone Pilot .. LIN 
+ @ Lone Warrior .. LIN 
@ Look Sir, Droids .....,...UIN 
; LUKE! LUUUKE! -UEF 
= @ Luke Seeker .. WEA 
? O Luke Skywalker .. . REB 





= © Luke's X-34 Landspeeder VEH 
: O Mantellian Savrip 
= O Millennium Faleon 


On the Edge .........5- LIN 
@ Organa's Cer. Necklace .. .UEF 
EF 


O Panic 





@ Physical Choke . 

@ Ponda Baba . 

O Pops . REB 
© Presence of the Force ...EFF 
@ Prophetess .........005 AL 
O Quad Laser Cannon......STA 














® Reactor Terminal 
O Rebel Planners. . 
O Red Leader 
ORed1.. 
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O Wioslea v ALU 1.00 = @ Death Star .. LOC R 14.00 

+ @ Wrong Tum . ...EFF U 1,00 = @ Death Star Tractor Beam DEV R 3.50 
O Yavin 4: Massasi Throne Rm. : © Death Star: Trench ...... LOR 4.50 
PeOSui wasleaWaates naw hata LOC R 450: O Dejarik Hologame Board LOC R 5.00 a 
O Yavin 4: Massasi War Rm.LOC U 75 = = @ Target The Main GenertorEEV R 4 
O Yavin Sentry .. 15 : O The First Transport Is Away! ee 
OYerkaMig .... 1.00 3 WEF R450 
@ Your Eyes Can Deceive YouEFF U 1.00 @ This Is Just Wrong ......UEF R400 


= @ Your Powers. 
0 pee 













































































































O Restricted Deployment ...EFF U i CUM ie ac ncentitiemc none DEV R 5.00 
O Retum of a Jedi ........ STAR WARS : @tmOnthe leader .....UN R 4.50 
O Revolution @ Imperial Holotable _. Of R 4.50 
O Rycar Ryjerd UNLIMITED EDITION : i @-0 .. ROR 5.00 
@ Sanderawler ARKER BROTHERS/ 2 @ kiffex .. oc R 500 
O Sanderawler ... ECIPHER—-1996 ! @ Leia Seeker . WEAR 350) 
@ Send a Detachment Di : ull Set (830 cards) .......s.ees : O Let the Wookie Win......UN-R 4.50 
@ Sense... WIN tarter Dual Deck (60 cards) + Luke's Cape . EFF R 5.00 
O Sense ... UIN U starter Box (12 decks) ..... $ @ Magnetic Suction Tube...DEV.R 3.50 
O Skywalkers LUN R Booster Box (36 packs) £ © Magnetic Suction Tube...DEV.R 3.00 
O Solo Han ..... LIN R Booster Pack (15 cards)...  @ Maneuver Check.........EFF R 3.00 
O Spaceport Speeders... IN Cards are white-bordered. £ © Motti Seeker. WEAR 3.50 
‘O Special Modifications ...EFF Single cards are worth 25% to 35% =: QO R0-D2., DROR 15.00 
@ Sunsdown of limited equivalents. + @ R316. DROR 5,00 
@ Tactical Re-Call i: ORed 2. STAR 6.50 
OTagge Seeker ... £ ORedS.. STAR 10.00 
O Targeting Computer A NEW HOPE 5 © Retract the Bridge ...... UN R 4.50 
O Tarkin Seeker ........4 + @ Sanderwir: Droid JunkheapLOC R 4.00 
@ Tatooine: Cantina EXPANSION = © Sanderwir: Loading Bay LOC R 4.007 
© Tatooine: Cantina ......LOC R DECIPHER-1996 } @ Spice Mines of Kessel ...UEF R550 
© Tateoine: Obi-Wan's Hut LOC R Ful Set (162 cards) 200.00  @ Superlaser ......- 
O Thank the Maker... UN R Booster Pack (15 cards) £ © SW-4 lon Cannon . 
© This is All Your Fault ...UIN Booster Box (36 packs) = O Tantive W...... 
© Tonnika Sisters. ; Commons «... = @ Tatooine: Bluffs ... 
@ Trinto Duaba ..... { Uncommons... = © They're on Dantooine 
@ Turbolaser Battery .. : > @ Trooper Davin Felth... 
O Tusken Breath Mask U : O Attack Run... : O Tam... 

U ¢ @ Besieged .. > @U-3P0.... 

R : © Bowcaster ? © Wetige Antilles 

R : OBraniac = O Wookie Roar ... 

R 14o0 ; O Cell 287... + © You're All Clear Kid! 
@ Vader's Eye R : O Chewbacca “ 
@ Vader's Lightsaber R ; OCek'dor Vil. : : 
© Warrior's Courage R : @ Commence Primary fo itionEEVR §.50 4 REVISED A NEW 
@ We're All Gonna ... Thinner! : O Commence capeion EFFR 3.50 
eos WR 4g { @ Conuest............ST4 8 1300 HOPE EXPANSION 
@ WED-9-M1 Bantha Droid DROR 250 : O Corellia .. me R 450 ; DECIPHER-1998 

: @ Dannik Jerriko } Full Set (162 cards). 








Booster Pack (8 cards) .. 
Booster Box (30 packs) 
Commons 
Uncommons.. 
Cards are white-bordered. 

Rare cards are worth 60% value of 
black-bordered equivalents. 


HOTH EXPANSION 


DECIPHER-1996 
Full Set (162 cards) 
Booster Pack (15 cards) 
Booster Box (36 packs) . 
Commons 
Unlisted Uncommons . 














O Admiral Ozzel 
O Anakin's Lightsaber 
O Artillery Remote 
© Bacta Tank 
Blizzard 1... 
@ Blizzard 2... 
@ Blizzard Scout 1 
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@ Captain Piett ... IMP R 4.505 
@ Collapsing Corridor ...... UN R 300% 
O Cmdr. Luke Skywalker ...REB R 27.00 
‘O Concussion Grenade ...WEAR 6.00 
O Dack Ralter ... 3.00 
@ Death Mark ... 4.00 
@ Debris Zone 3.00 


O Disarming Creature .. 5.00 | 
O Echo Base Operations 3.00 
@ Frozen Dinner 4.00 


@ Furry Fury ile 
O General Carlist Ricekan 
@ General Veers Se 













O Major Bren Derlin 
@ Meteor Impact? .. 

@ Mournful Roar .. 
O Planet Defender Ion Cannon 

















































O21B . 


.OldMan UN R 5.00 
z @ Trample ee 








Q Artoo, Come Back At Once! : O Into The Ventilation Shaft, ay 
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? @ Lieutenant Sheckil 
Boba Fett's Blaster Rifle 


=f 


: © Luke's Blaster Pistol 
: @ Mandalorian Armor ...... 
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© Captain Han Sol : © Nogooo0ea0000! 
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io Through the Force...See 


Sos 


© Cloud City; Guest QuartersLt 


@ Weapon Malfunction. © Courage Of A Skywalker LI 





: @ Unexpected Interrup jon LIN 
: @ Visage of the Emperor... 
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FAAza= 


Q Who's Scruffy-Looking? UIN R 





aan 


QO You Have Failed Me... ... 
© You Will Go to Dagobah.. LIN R 


 Q We Don't teed, Scum... U/LINR 
+ O WHAAAAAAAAADDOOW! 
i O What is Thy Bidding ny Master? 


i @ Release Your Anger. 
+ O Rendezvous Point On Tatooin 
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DAGOBAH EXPANSION : 


DECIPHER-1996 


2eazzyp2z= 


: OYode, You Seek Yoda 








Booster Pack (9 cards) . i H O You Do Have Your laments 


Booster Box (60 packs) 












© Suneptitious Glance. . 























e’s All Yours, Bounty Hunter 


Unlisted Uncommons ... 





















































© Asteroids Do Not Goncem Me 




















@ Bossk’s Mortar Gun Why Didn't You ape e? | 
@ Broken Concentration ... 








ABBA'S PALACE 
KPANSION 


DECIPHER—1997 


Dagobah: Bog Clearing... 








Dagobah: Yoda's Hut... 





Booster Pack (9 cards) .. 
Booster Box (60 packs) . 


Dengar’s Blaster Carbine. WEA 
Descent Into The Dark .. EI 








Egregious Pilot Error 


@OCOO@@080O 
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Executor: Holotheatre ... : O Ardon “Vapor” Crell 


Executor: Meditation Cham! 


@ Failure at the Cave 
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? © Blaster Deflection ..... 
+ @ Dengar’s Modified Riot GunWEAR 
: @ Double Laser Cannon... 
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6-88's Neural Inhibitor W 


t Is the Future You See 
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@ Much Anger In Him 
© No Disintegrations 
> Obi-Wan’s Apparition 





abba’s Sail Barge: Passenger Deck 








© Polarized Negative Power rt 





















: CLOUD CITY 
: EXPANSION 


; DECIPHER-1997 











: Booster Pack (9 cards) .. 
: Booster Box (60 packs) . 








© Smuggler's Blues 
O Son of Skywalker. 
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; @ Murttoc Yine ... 
: @ Nal Huta . 
} @ Nizic Bek . 
+ @ Nysad. 
$ O Oola 

: @ Ortugg .... 
? © Palejo Reshad 
+ @ Pate Snitkin 

+ O Princess Leia Organa ... 
+ © Pucumir Thryss 
p O Rikik D'nec, Hera 
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: @Rancor .... «CRE 
+ O Raye Ryjerd AL 
i @ Ree-Yees . AL 
: Q Rennek . AL 
: O Saelt-Marae AL 
? @ Salacious Crumb AL 
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:@ Scum And Villainy 
: © Sergeant Doallyn 
+ O Shasa Tiel. 
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tO Tanus Spiiek 
+ @ Taym Dren-garen. 
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@ Velken Tezeri. 
@Vizam .... 
© Wul Tazaene’ . 
@ Wittin .. 
: @ Wooaf .. 
: O Yoxgit .. 
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: SPECIAL EDITION 
- EXPANSION 


? DECIPHER-1998 

+ Full Set (324 cards) ..........0.06+ i 
: Booster Pack (9 cards) . 2 
$ Booster Box (30 packs) 
+ Starter Pack (60 cards) 
+ Starter Box (12 packs) 
i Commons... 
: Uncommons 


? @ AReal Hero ............ 
: © All Wings Report in ...... 
: @ Bantha Herd .. 















: O Ben Kenobi 


ig “OBJ R 
© Cloud City Celebration ...EFF R 
@ Cloud City Occupation ...EFF R 
@ Cloud City: Downtown PlazaLOCR 
O Cloud City: Downtown PlazaLOCR 
© Colonel Feyn Gospic ...REB R 
© Commander Wedge AntillesREBR 
© Corellian Engineering Corporation 





Coruscant 








© Coruscant Celebration ...EFF R 
Coruscant: Imperial SquareLOC R 
Counter Surprise Assault LIN R 
Dantooine Base OperationsOBJ R 
Darth Vader, Dark Lord Of The Sith 


Death Squadron Star soles 



















* @ Death Star Assault Squadron 
-STA R 
ro} Debnol ; wAL R 
@ Destroyed Homestead .. UEF R 
O Docking And Repair Facilities 
ri Be ia orders EFF R 
© Don't Tread On Me —...U/SINR 
@ Dreaded Imperial Starfleet EFF R 
@ Dune Walker .......,....VEH R 
O Entrenchment .EFF R 
© General McQuarrie -REB R 
O Goo Nee Tay... vEFF R 
© Grondorn Muse .REB R 
O Harvest ...... UN R 
O Heroes Of Yavin .UIN R 
O-Hidden Base ... 


Oo Hit And Run. 
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This is More Like It 





@ DARK SIDE O LIGHT SIDE 
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REB Rebel 











UIN Used Interrupt 


STA Starship VEH Vehicle 
UEF Utinni Effect WEA Weapon 















saubeosensohiMte near IMP R 42.00 
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@ Homing Beacon 












@ Hunt Down And weed. The Jedi STAR 6.00 
5.00 :@ Hitand Run ... UN R 1.50 
@ Hunting Party... 3.00 : @ Jabba’s Influence ...... PRR 2.00 





@ lasa, The Tiaitan Of Jawa ae 3.50 
AL 





+ O X-Wing Assault Squadron STA R 







































ry Pilea 
@ \mperial Docupa ion 5.00 : i 
O Imperial Atrocity......... 3.00 : YOUNG JEDI: 
@ Imperial Propaganda ...EFF R 3.00 : MENACE OF DARTH 
Oncom Corporation ...... EFFR 3.00 : 
@ ISB Operations... R 600 : MAUL EXPANSION 
@ Jabba ooo... R 2000 : DECIPHER-1999 
@ Jabba's Influence R 3,00; Full Set (162 cards) oo. eee 
© Jabba's Space Cruiser ...STA R 600 Booster Pack (15 cards) 
doh Yowza os... R 3,00 ; Booster Box (36 packs) 
O Kalit's Sanderawler R 450 : 
O Ketwol .. 3.00 : 
O Koensayr 3.0 
@ Krayt Dragon............ 6.00 
@ Kuat Drive Yards........ 00 
O Lando's Blaster Rifle... .00 
© Leia's Blaster Rifle ...... .00 
O Lieutenant Tam Mison ...REB 45 
@ [shot ieee 
O Local Uprising 
© Major Palo Torshan 
O Mechanical Failure 
O Meditation 
Of 





Sm oo 
Sesess 


e 08-122 In Obsidian 2... 
@ Outer Rim Scout... 
O Princess Organa. 
OR+-12 
@ Ralltiir : 
@ Rebel Base Occupation ... 
O Rebel Fleet .... 
O Rendezvous Point . 
@ Rendili StarDrive.... 
O Rescue The Princess... 
@ Return To Base .... 
O Rogues .... 

@ RR'urwurrr 
@ Rystall ... 
@ Sarlacc.... 
O Sergeant Hollis 
@ Sergeant Major Enfield ... 
@ Sergeant Narthax . 
@ Sergeant Torent 
®@ Short-Range Fighters... 
@ Sienar Fleet Systems ... 
O Slayn & Korpil Facilities 

O Soth Petikkin 
O Shirat 
O Star Destroyer! . 
O Stay Sharp! .... 
@ Strategic Reserves . 
@ Surface Defense 
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@ Sy Snootles 

OT-47 Battle Fo “Be 

© Tatooine Celebration ...EFF R 
@ Tatooine Occupation ...EFF R 


QO Tatooine: Beggar's Canyon. OC R 
O Tawss Khaa . AL 
O Thedit . 

oO THAD. 
@ Umpass-stay . 
@ UrRu'r.. 
@ URoRRuR’ R's Bantha, . “ve R 
O Uutkik AL R 





@ Vengeance 
@ Wittin's Sandcrawler ... 
O Xewing Assault Squadron STA R 
O Yavin 4: Massassi Headquarters 


FIRST ANTHOLOGY 
DECIPHER-1997 is 
BOXED Set iin esossunTerwsaa vanes 30.00 : 








JMP-R 12.00 
. REBR 8,00 ? 


@ Boba Fett... 
O Cmdr. Wedg 





@ DARK SIDE OLIGHT SIDE 





BAT Battle Card CHA Character LOC Location STA Starship 


Full Set (162 cards) 


Booster Box (36 packs) 


: THE X-FILES 


U.S. PLAYING CARD CO. -1996 


: Starter Deck (60 cards ) 
? Starter Box (12 decks)... 

























‘ooster Pack (15 cards) 


ull Set (334 cards) 


jooster Pack (15 cards) 
‘ooster Box (36 packs) 
ommons 


Agent Alex Krycek 
Agent Dana Scully .. 
Agent Fox Mulder 
Asst. Director Walter Skinner 
Believe the Lie 
Cali on Us More Often 
Counterintelligence Measures 
Dana Seully Abducted 
Deep Throat 

Deny Everything 


















Lone Gunmen, The.. 
No One So Paranoid : 
Skinner Chooses a Side .., 








WEA Weapon 
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YOUNG JEDI BATA c-common vu=-uNCOMMON R-RARE 











NAME KIND. CR RATING GOST SETS FOUND 











Essence Belile ART Ue & 
*@ @: Put an elixir counter on Essence Bottle, @, Remove all elixir counters 
from Bottle: Gain 2 life for each elixir counter ave in this way. 


ART Use 
®, Sacrifice 2 basic land: Target creature gains that Jandwalk until end of tum. 
Fire Vamend ART U ss @ MG, 6th 
Comes into play tapped. @: Add @ to your mana pool. 
| Rosse See, M 


®, Choose and discard a card: Flawstone Soulpture gains flying, first strike, or 
trample permanently, or puta +1/4-1 counter on Howstone Sculpture, 4/4. 
ART OR se g Z 







































































































































































































































Cycling costs you up to @ less to play. 
fag Carpet ART oR ® AN.RAth,Sth,6th 
@, ©: Give target creature flying until end of tum. If target is destroyed before 
an _ tum, so fs Flying ah i 
's Tome Ree @ 
Now you Wii : Mis. $  @.@ Draw a card, Use this ability only if you have no cards in your hand. 
know what to call the tard, Warrior costs tun : Fenatain of Youth AT Coe ® OK, CH, Sth th 
 umadia = OU @ LURSH Stn 
Summan Legend Mata to summon. @: Look at opponent's hand, No, his cards! 
3 jal. : Grafted Stafteag ART OR ee & Z 
means she's exira special During your draw phase, draw an additional card. At the’end of each of your tums, 
Sim endl” ART OR 
Induest Gamer has Grim Monolith dees not untap during your untap bs @: Add three colorless 
rated every card, with five- i = mana to your mana pool, es Grim Monolith : 
<. ms fsindstese woe e 
stars being the hest and Tells ya what set the fs &, @: Put the top two cards of target player's library into that player's grave- 
one-stars coniprising tie : ee card belongs to and yard ith cats share at least one color, repeat . process. re 
2 ae e ty i AR fetes 6 
cream af the crane: : 3 , aon, Cas Warsion counts as & CA the card's rarity. Mirti :  @, ®, Sacrifice Totem: Search target opponent's library for any card and put it 
is a rare from the ¢ face-up in front of you. You have until the beginning of your next upkeep to play 
Exnlai | Earst strilie; towentealls (if defending ' Exodus expansion ¢ the ard as though it were in your hand 
Sms Player corstrots any Jones, shit creature us : fhearistene AR aan @ 8 
exactly what the card does.  eelehals 7 + The cost of each creatire ability requiring an activation cost is reduced by @. 
| = This cannot reduce an ability's generic mana cost to less than @. 
5 : of Possession AR - 8 M 
Card’s Wvstrator. Only for creatures. + You may choose not to\untan Helm.4,@: Sacrifice a creature: Gain control o 
: Pg lea as long as you control of Helm and it remains tapped. 
AR <2 s LUR4th 5th.6t 
+ , @: Create a Giant Wasp token, a 1/1 flying artifact creature. 
KIND CR RATING COST Say : BT KIND CR RATING COST Hal : Keppmg Automates $= AC ss @ Z 
+: Automaton gets -1/-1 and fiying until end of turn. 2/2. 
teld Sisrage ART oR se £ IM : Hora of Greed AR - 2 8 
>; Put target creature you control on Cold Storage. Sacrifice Cold Storage: Put? — Whenever any player plays a land, that player draws a card. 
al ore on Cold Storage into na : Hornet Cannon A ” 
ine AC * 2 UZ} @, @: Puta token into play, Treat this token as a 1/1 artifact creature with 
&, Sac 2; Choose an artifact in your hand and put it into play, 1/1. i _ ing that is unaffected by summoning sickness. At end of turn, destroy the token. 
’ ce RT OR & UL Howhing Sine AR ne URA Sth, 
No more than two creatures can lu each combat. : During each player's draw phase, that player draws an additional card, 
Crystal Crteses ART Us ¢ UZ : fen Maiden ART Rose & 
®, @. Sacrifice: Return al enchantments from raveyard to your hand. + During each of your opponent's upkeeps, fron Maiden deals 1 damage to that 
Crystal fed ART Us LURAthoth6th = player for each card more than four in his or her hand. 
; Gain 1 life for any blue spell cast. Can only give 1 life per spell : hen Star A oo = UR 4th,5th, 
Corsed Sorell ART OR see TM = @: Gain 1 life for any red spell cast. Can only give 1 life per spell 
©: Name a card. Opponent chooses 2 at random trom your hand, fhe + frery Seep AR oo e UR.4th, 5th 6H 
ases the named card, Soroll deals 2 target creature or player. :  @ Gain 1 life for any white spell cast. Can only give 1 life per spell. 
, renege fused Yolen ART oR ove @ MG, 6th : Jade tessivth ART se ® URath Sthe 
Whenever a player puts a lane ay, An damage to him. Players cannot use any creature abilities requi i activation cost. 3 @: Redirect all damage from any creature to yourself, 
caretdand AR - 8 AQ, CHSihoth $ Bampiag Engine AR Re @ UL Salam Tome ot it cantante gs AQ, CHIH 
Add to a mana pool er who controls more permanent 's than any other cannot play lands or z &, @: Draw a card and then discard a card of your choice. 
: : re may sacrifice a permanent to = Sayemdee Tome A Rivesee ne UR4th Sth 
rt & Sacrifice Codex ignore this effect until end $  @, @: Drawa card 
s the number of counters on Codex. Dancing Scimitar A & ANRAtH SMG |} Jet Sedation ART oR se 2 M 
AC Se ® Flying. 1/8, {Your black spells cost < less to play. 
Beast of Burden has power and toughness each equal to the total number of i Befease Sid ; AR} 2 L = Soexed tel AR oo M 
creatures in play, */” ice uring each player's turn, spelis ph other player cost an additional @. During your upkeep, Jinxed Idol deals 2 damage to you. Sacrifice a creature: Tar- 
Beaty Trap AR 6 . ™ oa Al & LUR4thSth6th = get opponent gains control of Jinxed {dal permanently, j 
When Trap comes into pt ame a ca than a basic land. When target 4 a land is destroyed, its controller takes 2 damage. : Saned Ping A oe 2 sy eg 
mi to all players, If any of those cards is the : Bienepliag Scepter A & LURAthSth6th = Whenever any card is put into your graveyard from play, Ring deals 1 damage to you. r= 
|, Sac nice Trap a it deals 10 damage to that player. : &, S: Opponent must discard 1 card ot Is choice. Play as 2 sorcery. + Saorificg a creature: Target opponent gains control of Ring permanently, o 
Bete bao AC eee TM ; Bragen Biosd ART U 2 2: Shetra’s Toolbox AG @ 1 8 
Sacrifice Battle Gnomes: Gain 3 life. 1/3. : ®&. &: Puta +1/+1 counter on target creature, :  @: Regenerate target ae creature: 1 2 
AS ART Roses ANRAthSth6th ; Gragen Engine AGG ee & AQRAthStheth =} ane, Saver Golem . 8 pee 
& .®. Sacrifice: Rip a coin. If o you take 5 damage. Otherwise, 2: +1/+0 until end of tum. 1/3. Whenever Kam Ac ae locked, it gets -4/+4 until end of tum @: =P 
you get Djinn token, a 5/5 fiving ai ture. } Brages Mask A J VS.6th = Target nonoveature artifact is an artifact creature with power and toughness each > 
i ART OU & SH: +2 until end of tun. At end of turn, equal to its casting cost until end of turn. 4/4. g 
@, &- Do 1 damage to target creature. That creature attacks this tum # able, : cd. : folem AG fo & MG, 6th = 
AC s UZ ¢ M = if Golem attacks, it doesn’t untap during your next untap phase. 2/5, 5 
When Carthodion is put into a graveyard from play, add three colorless mana to a, >: Opponent chionses @ creature @ controls, Put a token creature into playand + $ifefine ART -— §=6 2 x 
your pad ee - sea Z te Wess a copy of ie creature, tea Bis fed by summoning sickness. At { Whenever a creature is put into @ graveyard and a creature is in play, return that £ 
g 3 G. 6th = end of tum, remove tok ture fron iy a8 a Sorcery, : reature fr f oO 
: Emerald Wedattes ART oR e : Mi pers ll 5 aeva ld a ou sls @ z 8 
Hf AR UZ: Your green spelis cost <} less to play, H uring your upkeep, you may put a petal counter on Lotus Blossom. @, Sacrifice 5 
B: Staff is an artifact creature wi : Exomessi AR Peas M = Blossom: Add X mana of one color to your mana pool, where X is the number of 
end ef tum. : two cards, then choose and discard a card. + petal counters on Blossom; 8 
Shaeed Fete UZ ¢ A AR ~ §=@ U2 + betes Petal ART —- ¢ wl 
%, @: Search your tal casting castino greater 3 You may choose not to untap Endoskeleton. @, @: Target creature gets+0/+3  —  @ Seorifice Lotus Petal: Add one mana of any color to your mana pool, 2 
than X. Reveal that card and + a8 long as Endoskeleton remains tapped. 5 Magnetic Webs ART se @ © 
Cows f Ge AR & UL : Emergizer AG = M = fa creative with a megnet counter attacks, al creatures with magnet counters that a- 22 
@, Sactifice a permanent: Gain 1 life. ¢ . @@: Puta +1/+1 counter on Energizer, 2/2, { _tacker controls attack # able and all creatures with magnet counters that defender controls. © 
feat of hems ART OR see @ X } Enonaring Bridge AR pe. 3 SH = block that creative if able. 48> Put a magnet counter on target creature 3 
Each creature gets +1/+1 for each other creature’in play of the same creature: — Creatures with power greater than the number of cards in your hand cannot attack  fitena Prism Z ART eee S MG 6th 3S 
type } Esralie Pestal ART OR osese K = @ Add 1 to your pool, @,@: Add one mana’ of any color to your pool, 8 
Ceted Theviger AGS 30 se & ™ 4 ® @: Return target creature to its owner's hand uniess its owner pays @. i Maadiia AG Lee 2 2 
First strike, 2/1, : : _ @> Add one colorless mana to your mana pool. 1/1. = 
H = g 
b=) 
a 
= 
MAGIC DATA C=COMMON U=UNCOMMON R=RARE 
ee 
“ARTIFACT @BLACK @BLUE. GOLD @GREEN @RED OWHITE @LAND 
ART Artifact EA Enchant Artifact © EN Enchantment INT Interrupt Sc aa Creature 
A Lee AC Artifact Creature © EC Enchant Creature - EW Enchant World LL. Legendary Land SL Summon Legend 
120 iwevesteamMeERs2 CR Curent Rarity EL Enchant land INS Instant MS Mana Source SOR Sorcery 















































































































































































































































| WAME KIND CR RATING COST SETS FOUND gag NAME KIND CR RATING COST SETS FOUND : NAME KIND CR RATING COST SETS FOUND 
fiamesd ART -U se MG 6th : Shitting Wal AGU se Hiking Gnomes CU 6S uL 
Comes into play tapped. =) me 9 to your ses t Counts asia Wall. Shifting Wall comes into play with X +1/+-1 counters on it Ge cho, Sacrifice Ticking Gnomes: Ticking Gnomes deals 1 damage to target 
U vies EX : Shull Catapult ART Us @ (ath 6th = creature or player. 3/3. 
@, ®. Choose and eee Regenerate on creature, t  @, @: Seorilice a creature todo 2 damage to any target } Torture Chamber ART Ro es ™ 
ART Ro see LURe4thSth6th + Sky Diamond ART U see 2 MG, 6th = During your upkeep, put a counter on Chamber. At end of your tum, Chamber deals 1 
Creatures with power greater than 2 do not untap during untap phase. $ Comes into play tapped. -, te @ to your mana pool ? damage to you for each counter on i. ##,@, Remove all counter from Chamber: 
ART Rose @ X 3 Skyshaper Uiese & ES hamber deals 1 damage for each counter on i to target creature, 
All buyback wasts are reduced by #2 : Sacrifice: All creatures you ee gain flying until end of turn, : Fransmwgeifying lickd «= ACU oe @ & 
ART Rowe @ lL } Smokestack ART Roce UZ }  Countsas a Licid. 4, @: Licid loses this ability and becomes a eae 
®, Saciifice: Each player sets aside his or her hand, face down, and draws seven = During your upkeep, you may put a counter on Smokestack. During each player's : enchantment that reads “Enchanted creature gets +1/+-1 and counts as an arti- 
cards, At end of turn, each player discards his or her hand and returns tohis or ©; upkeep, that player sacrifices a permanent for each counter on Smokestack. fact.” You may pay @ to end this effect. 2/2. 
her hand each card he or she set aside this way, Banaed! i Saake Basket AT Rows = 6@ VS, 6th; Umbifiews ART oR os S Z 

Metalic Saver AG g M :  &, Sacrifice Snake Basket: Put X Cobra tokens into play. Treat these tokens as ring each player's upkeep, that player pays 2 life or returns a permanent he 
Metalic Sliver counts as a sliver. 1/1. i 1/1 green creatures. Play this ability as a sorcery. controls to owner's hand. 

OGRORE AR eid Hon ? Urza's Armor A -—  @ Z 
When a spell a a be of ee ol dies ate aay to eye : : ie Whenever a source deals damage to you, that damage is reduced by 1. : 
rognome, put four 1/1 artifact Gnome tokens into play. uta l/l artifact r7a’s Blueprints A pees” % 

Gnome token into play, : Ss I LU M =) = pa eS i cho. @: Draw.a card. 

AR oo 6 @ AQR Ath St 6th : ml Votrath’s Laboratory A so @ AY 
@, © Take the top 2 cards from target player's library and place them/in that by Collin Jackson house a color and a ereatlire type, @, >: Put a token creature into play. Treat 
player's graveyard. : this token as a 2/2 creature of the chosen color and creature type 

Windies Automaton =A — «6 @ Xt > Yoltaie Key ARI oe = 
Comes into play with two +1/-+1 counters, 1, Discard a caid: Puta +1/-+1 counter on H @, S Untap target artifact. 

‘Automaton. Remove 2 +1/+1 counters from Automaton: Draw a card. O/0, ee ? Wall of Jank A -- «6G Z 

Miskra's Helix A eee WZ 3 ? Whenever Wall blocks, return it to owner's hand at end of combat. 0/7. 
®, @: Tap X lands. : + Wand of Dental AR coe VS, 6th 

Fort AC — @ UZ: $  @ Look at the top card of target player's library. If that card is a nonland card, 
Counts as a wall. 2% Fort gets +3/-1 until end of turn and canvattack this turn = 2 you may pay 2’life to put it into that player's graveyard. 
as though it were not a Wall. Play only once each turn. 0/6. : : Watehdag A - & M 

Begg Cannon Al oo 2 TM: + Blocks if able. ff Watchdog is untapped, all wrealues attacking you get -1/-0. 1/2. 

@: Target creature you control gets'+1/-+0 and gains flying until end of tum. At : Wheel of Torture AR @ L 

end of turn, destroy that creature. H During each of youir opponent's upkeeps, “Whee of Torture deals 1 damage to that 
Diasiend A ae @ MG, 6th + player for each card fewer than three in his or her hand. 

Comes into play tapped: @>: Add #@ to your mana pool. i : Whetstone ART OR ee e Z 

Biemend AR - «6 SH: >: Each player puts the top two catds of his library into his graveyard. 

When Mox Diamond comes into play, choose and discard a land card or sacrifice : { : Wirecat AG ab & 
Mox Diamond. @: Add one mana of any color to your mana pool. i ‘Tap an-untapped creature you control : Wirecat cannat attack or block if an enchantment is in play. 4/3. 

ic Compass oo AL 6th Been eee darnage to varget i Weeden Sphere AR °° $ LURth.oth,6th 
®, @- Target mana-producing land becomes a basic land type of your choice =: Viet q . >: Gain 1 life for any green spell is cast. Use only once per spell. . 
until end of turn. if sosvienpes i odeconh ie Soe 5 3 Workhorse AC Rose @ X 

iteetic Scales A - & a) Ewin question. ne } Comes into play with 4 +1/+1 counters, Remove a counter: Add one colorless 
During each player's upkeep, return to owner's hand each creature that player con; = mana to your mana pool. Play this abilty as a mana source, 0/0. 
trols with power greater than the number of cards in his or her hand : ; Wom Pewerstone AR : Se Z 

Mud Brooch ART Ro seem Xs : Comes into play tapped. @: Add two colorless mana to your mana pool. 

@, ©. Discard your hand: Counter target nonereature spell. : i 
Dhsianas Golem AC i LUR4th, 6th 5 iS : 
4/6, We ike to call him tan, _ fener : fan a Field Surgeon tap itself onthe : 
A oa thothbth i Abandon Hope SOR we See 
Fiying. 0/2. Despite what Tom Slizewski thinks, this card stil sucks. : same turn it comes into play? : noose and diseard X cards: Look at target opponent's hand and choose X of 
_ ant i ue ee & MG. 6th bu as That player discards the chosen cards. 
+ Flying until end of turn, : ? Abyssal Horror SC - BSe Z 

Patchwerk Geomes AC ° ¢ Ms You may use the Feld Fireean a ability : tying. When Horror comes into play, target player discards two cards. 2/2. 

Cos net a cart: ee Patchwork ae a. of regariless of summoning sickness, because : Decanter 8 R rie ee NG, a 
of : 5, a 7 : & ‘ap target creature, Abyssal Hunter deals to that creature an amount ci 

Your white spells cost @ less to play, i there's no tap symbol in the cost, Oh, and damage equal to Abyssal Huriter’s power, 1/1, 

- - : R = ® Asheh } Wythe way—all questions this month come 2 Abyssal Specter ‘e et) ye 

mi OU le source, : 5 5 Flying. ent ied by Sp is is choice, 2/3. 

&, _&: Prevent all dai a lone a ual on a A from the Seattle Urza's Destiny srerelease ying Opponent Y dd ee er ealag his choice. 2 a ‘i 
Does not untap during your untap phase. Pay 8 life: Untap Phyrexian Colossus, Einar 5 t , two of those cards and put them on top of 
Cannot be blocked by fewer than three creatures, 8/8. his orher library 

Grimoire ART R ie @ j é Mit ~ = : ae ee 
@®: Target see chooses one of the top two cards in your graveyar : a . : ‘ake control of alcreature from an oppor f 
Remove that card from the game and put the other into your hand. 3 per a {ewer a al is placed in the - rat LURAth Sth éth ? Befoul SOR C+ @@e Z 

Halk AG oo @ Mi: Speiibosk =i ( ‘ 74 : EX i lestray target land or nonblack creature. A creature destroyed this way cannot be 
o/h + Skip your discard phase > fegeserated ths tum, 

Phyrexian Processor = AR - & UZ: Sphere af Resistance sai i 2 KG Bellowing Fiend SC Roe aD TM 
When Processor comes into play, pay any amount of life. @®, @: Puta Minion Al snes cost an addtional 1 to pk ‘i i lying, Whenever Bellowing Fiend damages any creature, Bellowing Fiend deals 3 
token into play. Treat this token as a black creature with power and toughness = Squee's Toy rye rf Be Ak @ Mi damage to that creature's controller and 3 damage to you. 3/3, ; 
each equal to the original paid life total 3 = Bereavement EN ce ee 

AR ove Se Me Ste o damage to any creature Get? “~ Toy? Groan ih Whenever a green creature is put inta a graveyard from play, its controller chooses 
@M: Choose flying, first stike, trample, or shadow! Target creature with that ability = seein and discards a card. 
loses it unt! end of turn. Another target creature gains that ability until end of tum, = eae pep ate ie Mu SM a thet untap phases AL light EL ° Se LG,4th,6th.6t! 
be “ a mt & MG, 6 : luring each player's turn, that player may put one additional land into play. fi treet is tapped, Le itat end oy tum. ae NG. Bi 
®, @, Saciice a creature: Draw a cat $ Whenever a land is tapped for mana, return it to its owner's.hand, ignited |S Haina 

Pit Trap AR ae 2} Sword of the Chosen ART OR 2 si ©, Sanvifice a creature: Give a creature +2/-+2 ntl end of tum. @, Sacrifice a 
Ay © Sacrifice Trap: Bury target attacking creature without flying. : @: Target legend gets +2/-+2 until end of turn swamp; Give a creature +1/+1 until end of tun. 1/1. 

ART Roo @ SH Yelers Purcle Bax ART OR een @ Vs eth; Blood Pet -~  @ 1M. 6 
When a creature comes Into play, if there are two other creatures in play, set that wring each player's draw, that player counts the cards in his hand, puts those a Sacrifice Blood Pet: Add @ to your mana pool. 1/1 
creature aside, f Portculis leaves play, put creature into play under owner's control. = on the bottom of his brary, and a ther ewes Gotan of ae lood Vassal So = ae Z 
Primal Clay AG oe @ AQR4SIHE } qolethester SAC ican = Sa : TM Szorifice Vassal: Add Sea u your mana pool. 2/2. 
When cast, choose Whether to make Primal Clay 21/6 wall, 8/3 ground creature, = ap a creature you conto: Telethopter gains fying until end of turn. 3/1 Cs £e DK 4th, Sth.6t 
or 2/2 fiying creature. : Temporal Aperture “ART Roe o ie 7 You wan't find - quips like this one in Duelist or Sore 
Strings AR Seite: M = ~ @ @ Shuffle your library and reveal the top card, Until end of tur, as long as % -  O@ 
@.@: Tap or untap ean oe ke 7 = that card remains ontop of your library, you may play the tard as though it were eae DK cH sth 
> in your hand without paying ts casting cost. ae 
During your upkeep, Soythe deals 2 damage to the creature with the lowest tough- Thopter Squadron WCO Risen Cannot be blocked by walls, 1/1, 
ness. You choose which one if there is a tie. : Fina, Comes into play with 3 +1/-+1 counters. 8, Remove a counter: Put a 1/1 og Wraith © st oo OD LUR4th Sth Bt 

Guicksitves Amulet ART Roo @ : L : fing artifact creature Thopter token into play. Play asia sorcery, 4, Sacrifice a Sampak 3/8, Quip is ne of 11 fuer C- words, Quaz snot on of then 
@, ©: Chose a creature card in your hand and put that creature into play. : hogter: Put a +1/+1 counter on Squadion, Play as a soar, 0/0. jone Shredder Nt seve OD 

fing of Bix ART Ro seeee LE Thea Lens AR ae y 2 zy IL lying; echo, When Shredder comes into play, destroy target nonartifact, nonblack 
Echo. @, @: Tap target artifact, creature, or land. ? "Al permanents are colorless. creature. 1/1. 

Rad of fisia AR wo  @ LUR4SIhEh = Thea War Machine AC me LB yy ; Bottomless Pit EN OU ss | GSS § 
%, @: Do 1 damage to any target. ; ‘cho. Thran War Machine attacks each turn if able. 4/6 uring each player's upkeep, that player discards a card at random, 

tedaifion ART oR ose 2 M = Thran Weaponry ART qseshs coe yy, : Bounty Hunter SCR s+ OS® M 
Your red spells cost 4 less to play. 3 Echo. You may choose not to untap Thran Weaponry during your untap phase, > ®@- Put a bounty counter on target nonblack creature. >: Destroy target creature 
Medaiion = ART Rw @ M = @ All creatures get +2/+2 as long as Thran Weaponry remains tapped. with any bounty counters on it 2/2 
Your blue spells costs #8 less to play. } Thran Turbine AR - jz; Breach NS C+ Oe 2 
Te ART Rose : Mi: uring your upkeep, you may add up to two color fess ana to your mana pool, farget creature gets +2/-+0 untit end of turn. That creature cannot be blocked 
During your upkeep, if you have three or fewer cards in your hand, Sealding Tongs 3 his mana cannot be spant to play spells except by artifact creatures and black creatures this tum. 
ls 1 damage to target opponent. : Threne of Bese AR oe 2 LUR4th sth 6th ink of Madness N Roses L 
ART OR * & LS Bain 1 life each time a black spell is cast. Use only once per spel. nee uring your upkeep, of you have no cards in hand, sacrifice Brink of Madness and 
sit artifact or enchantment ; put into your igecnrs from play, gain,1 . > Thumbscrews ART Rw 2 Leu discards ue iat ; 

Sere AR seen : . i a rush with Death SO 
®.@: Choose any number of cards in your hand and set those cards aside. ote : Pass elaine hice la) Say Lele uyback 4. Target opponent loses 2 life, You gain 2 life. 
an equal number of cards from the a» cof your brary into your hand, Then put the id ee ackling Fiend SO Ce Gee Z 
cards set aside in this way on top of your library in any order. When Fiend comes into play, each of your opponents discards a card. 2/1. 

annibalize SOR Cs ee 
hoase two target creatures controlled by any one player. Remove one of those 
creatures from the game. and put two +1/-+1 counters on the other. 
MAGIC SET ABREVIATIONS pee pote. & 
i inal ee = ee uring your upkeep, pay 1 life or tap Carnophage. 2/2. 





AI Alliances DK he Dark HL Homelands PR Promo U_ Unlimited 

AQ Antiquities EX Exodus IA Ice Age R_ Revised UL Urza's Legacy 

AN Arabian Nights FE Fallen Empires L__ Limited (Apha/Bee) 6th Classic Edition UZ Urza's Saga 

B Beta Limited 5th Fifth Edition LG Legends SH_ Stronghold VS. Visions AUGUST1999 4 2 A 
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NAME KIND CR RATING COST SETS FOUND : NAME MND CR RATING COST SETS FOUND 
Dauthi Mercenary © SC_ sss M = Extinction SOR R= o@ ™ 
Shadow. #48: Dauthi Mercenary gets +1/+0 until end of turn, 2/1. : Destroy all creatures of any creature type of your choice. 
: Dauthi Mindripper SC 6 OM M = Fallen Angel St oo SSE LG.CH.oth.6th 
: Shadow. Sacrifice Dauthi Mindripper. Defending player chooses and discards three : _ Sacrifice a creature: Fallen ie gains +2/+1 until end of turn. 33. 
cards. Use only when Mindripper is attacking and unblocked, 2/1. : Fatal Blow Goo gS WL. bt 
Dauthi Slayer So ee Se M : Bury target creature that was Nien this tum. 
Shadow. Each turn, Dauthi Stayer attacks if able. 2/2, 2 Fear C - =6O2 L RéA.SGA 
Dauthi Trapper St on 2 SH = _ Only black or artifact creatures may block target creature. 
©: Target creature gains shadow until end of turn. 1/1, : Feast of the Unicorn {i  ] HL, Bt 
KIND CR RATING. CO Dauthi Warlord Ni oe tJ X = Target creature gets +4/+0. 
Shadow. Has power equal to the number of creatures with shadow in play. “/1.  } Feral Shadow se 2 MG, 6t 
Carrion Beetles SES p ies 2 7: Death Pits of Rath EN -  — —-OBO ¢ Fying 271 
&®, & Remove from the game up to three target cards jn one graveyard. 1/1. Whenever any creature is dealt damage, destroy it. That creature cannot be regen- : Fevered Convulsions N —- 92 ™ 
Carrunette: Sf Rs £2 “TM 2 Stated this turn, : = ee Put a-1/-1 te on target page os ; 
@ 2S: Remove Carrionette and target creature from the game. That creature's Death Stroke SOR “8 SH; Flesh Reaver Baste 
controller may pay @ io cout this ahi Use this ‘aly ony if Carrionette is = Destroy target tapped creature. : Whenever Reaver successfully deals damage to a creature or opponent, Reaver 
in your graveyard. 1/1. = Death’s Duet SOR C -- oe X = deals an equal amount of damage to you. 4/4. 
Cat Burglar cS ce 8 EX; __ Rett two target creature cards from your graveyard to your hand, > Fog of Gnats SY 68S L 
@®_ S: Target player discards 4 card. Play this ability as a sorcery. 2/2. ; Derelor St Ba ® FESthGth = Fo ie e Regenerate Fog ae Ti See ME. 6 
Clot Sliver SoC | Oe M3. _ Your black spells cost an additional 4. 4/4. : Forbidden Crypt ‘ 
ach Sliver gains “@: Regenerate this orate” if. : Despondency EC he 2 : For each card you would draw, instead choose a card in your graveyard and put it 
Cherial SOR 22 VS.TM, ih; Enchanted Creature gets -2/-0. When Despondenoy is put into a graveyard from into your hand. If you cannot, you Tose the game, When a card is put into your 
ook at target opponent's hand and make him discard a card of your choice, = ‘Pay, relun i to owner's hand. : Fg soa Come Tae - @8 5 
Coffin Queen SCR ewe OS yy Diabolic Edict : INS GC ses Q@ TM: Foul imp , 
You may leave Queen tapped. @-4@.<: Put target creature from any graveyard arget player sacrifices a creature, : fp Flying. When Foul Imp ve th play, ns 2 lite, ace z 
into play under your control, Remove creature from the game if Coffin Queen ; Diabolic Servitude = EN —- oo 2: vi, i oven soars ‘d 
cmes untapped or if you lose control of Cofin Queen. 1/1. : When Servtude comes into play, choose target creature in your graveyard and put : Target player chooses and ciscards three cards. 
Commander Greven #VecS| oR -- @@ee MM 3 ftinto play, When the chosen creature is put into a graveyard, remave the creature = Giant Cockroach 8 Oto oe 
When Commander Greven i-Vec comes into play, sacrifice a creature, Greven can- 3 Om the game and return Servtude to owner's hand. When Seritude leaves play, 3 aa 4 ae 8 ee oe ™ 
fot be blocked except by artifact creatures and black creatures. 7/5. ? _._Temove the chosen creature from the game, : Winer di ain muittutet ceive Cat Can ae 
Continiiatin BNR) te Qe 7 : Diseordant Dirge EN OR se See UZ: favenigger comes into play, you May return target rom you 
ring your upkeep, sacttice a creature or sactice Contamination. Whenever a? During your upkeep, you may put a verse counter on Disodant Dige. @, Sani- ; _aveyard fo your hand. 2/2 
land is tapped for mana, it produces # instead of its normal type and amount. fice Dirge: Look at target opponent's hand and choose and discard up to X o! > Grave Pact IN Ro Seee g 
Corase lance TNS. OR cons > those cards, where X is the oe of verse counters on Dirge. : oe any ae You control is put into any graveyard, each other player 
; ? Di i: seve 5 ices a creature 
Buyback @. Put top erezture from your gtaveyatd into play, Creature is unafected by : Disturbed Burial OR $e Wissheel ll : 
; : F : uyback @. Return target creature from your graveyard to your hand. > Gravebane Zombie 8 se Se MG, 6 
Gato ssokness this ana 8 rene from poae at end of tum. 7: Doomsday SOR Ros ORO WL 6th : ff cee put into peat play, put iton “ ag cwners libeary, oT a 
‘ : ay half your life, rounded up. Put your vated on top of your library, then : Gravedigge! 
vai see Ai icgecegienl OF let Fea Se YL OO $e aL ie ents of your library from the game, Put the rest on top of your : © When Gravedigger comes into play, you may return target creature card from your 
farang Licid Ni os 2S SHG inary in any order > Gi asa els a 2 LG, 4th, 6th 
@, ©: Corrupting Licid loses this ability and becomes a creature enchantment = Drea ot Might = ae ba on TM. 6h: ie Pay 2 life: Draw a ae ie 
that reads “Enchanted creature cannot be blocked except by artifact creatures and Dregs le ee re SOR oe VSM M ? Grollub 8 Cee 2e EX 
L - igi : sd : : 
oe ee es a Sie ne Corrupting Licid onto target creature. : estroy X target nonblack creatures. Draw X cards = For éach 1 damage dealt to Grollub, each opponent gains 1 life, 3/3. 
frosts aes yz ; Drudge Skeletons = SCC see CL RaSh : Hatred WSR s+ = S® EK 
in tated arn ese 1 2 @: Regenerates. 1/1. : Pay X life: Target creature gets +X/+0 until end of tur. 
Grvaxthetirsed St BEe s: Bry Spell SiS tae Oe Hl, on = Mevatomb SEAR nis one 
Counts:as a Vampire. Comes into play with four +1/+1 counters. During your i D y seus Tesi Saree aE : mu i eos ie Mead nee sale 
Kaa see : Dungeon Shade st ane ain to nave je {0 any target. 
ae pene pia tetl il eae ae Re sale a : lying. 4: Dungeon Shade gets +1/+1 until end of turn, 1/1. : Hidden Horror a sl - 608 WL 6th 
pa we i we 2 iyi fA im. 0/0. Duress SOR -— 6 z: rah bls comes into may discard a creature - 2 bury Horror. 4/4. 
: ; ok at target opponent's hand (i ture, eas re 
Roe pute Add ody £2 to your Lat pool, En ea a 5 on en's oe and fala ips oe card there, ; : : Wir ee ata A oa 0 Hee a am 49/3, iechien 
Creature gets -1/-1 and can only be blocked by artifact and black creatures, SE, & Destiy target green creature, 3/3. 3 o Tai a ee sins 4/20 itl end oftum. 
Dark Banishin WS Cow B® lAMGM : Endless Scream Ce ee eenenaaee Ra eee 
Sets hee ee es nohanted creature gets +X/+0. ; Ill-Gotten Gains SOR ras see 2 
e arin = Rotates Enfeeblement EC ae £2 MG.IM, 6th = Remove ll-Gotten Gains from the game. AN players discard their hands, then each 
: Flying, hen Hechlig comes into play, bury taiget nonblack creature. 3/3. ne eae gets “21-2. 3 it ses i ises as a pe Oe deosc to oleate mM 
Darkest Hour EN - 8 a a biineered eae a = ae Is i 
When Engineered! Pla Jay. choo: AN : Buyback @. Target creature attacks this tum if able. 
Wb crestires ere vane sia Eg a he ents into play, choose a creature type, All creatures of © Infernal Contract SOR Roe SO@ NE, Bh 
5 Pay half your life, rounded up: Draw four cards. 
= Keeper of the Dead SC oe 











This 
fiery heast covets 
treasure, but finding 
something to satiate him 
isn’t too difficult— 
especially if he was raised 
in a test tube. That’s right; 
just pop an Urza’s 
Incubator into play on 
turn three, and one turn 
later, out pops a fully- 
grown 6/5 flying behe- 
moth. Not too shabhy. 











Darkling Stalker S Ces Oe M = Entropic Specter 8 °° BBD X 
@: Regenerate Stalker, 4: Stalker gets +1/-+1 until end of turn. 1/1. : tying. Entropic Specter has power and toughness each equal to the number of 
Dauthi Cutthroat Ss Us 62 X cards in target opponent's hand. If Entropic Specter damages any player, that 
Shadow. 4@, @: Destroy target creature with shadow. 1/1 : layer chooses and discards a card. °/*, 
Dauthi Embrace EIN OU te OD M = Evil Eye of Orms-By-Gore SC Ry ee L6.5th6th 
} @-: Target creature gains shadow until end of turn. : _ _ Your creatures may not altack, except for Evil Eyes. May only be blocked by walls. 3/6 
Dauthi Ghoul See he = M = Evincar’s Justice SOR ° QS M 
Shadow. Whenever afy creature with shadow is put into any graveyard from play, = uyback @. Evincar's Justice deals 2 damage to each creature and player. 
put a +1/+1 counter on Dauthi Ghoul, 1/1 : Eviscerator S R= 688 
Dauthi Horror Co 6S Me rotection from white. When Eviscerator comes into lel lose 6 life, 6/6. 
Shadow, Dauthi Horror cannot be blocked by white creatures. 2/1. : Exhume SOR C eee 
Dauthi Jackal 8 Cee Be EX : ach player chooses a creature card in his or her ncnd and puts it inte play. 
Shadow. 4, Sacrifice Jackal: Destroy target blocking creature. 2/1. > Expunge INS sees 2 IZ 
Dauthi Marauder S Cs @@ Mi jury target nonartifact, nenblack creature. Cycling 8. 
Shadow. 3/1, : 
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MAGIC DATA 


G ARTIFACT @BLACK © BLUE 


> Kezzerdrix SC 


: Kjeldoran Dead 6.0 © 


= Leeching Licid 


> Looming Shade 8¢ - 82 zZ 
> @ Shade gets +1/+1 until end of tum. 1/1, 
= Lost Soul SC *e Se LG4th,Sth,6th 
> Swampwalk, 2/1. 

Lurking Evil EN Rs &e@ UZ 





22 EX 
®, ©: Destroy target nonblack creature. Play this ability only if that creature's 
controller has at least two fewer creature cards in his or her graveyard than you 
have in yours, 1/2. 

R se See M 


First strike. During your upkeep, if your opponents control no creatures, Kezzerdrix 
deals 4 damage to you. 4/4. 





WASth.6th 
: You must sacrifice 4 creature when Dead comes into play. 4: Regenerate. 3/1. 
= Knight of Dusk SC 6 «SSS M 
: B®: Destroy target creature blocking Knight of Dusk. 2/2. 
> Lab Rats SOR Ce @ SH 


Buyback @. Put a 1/1 black rat token into play. 

st = 6 « @S TM 

&%. Licid loses this ability and becomes a creature enchantmentthat reads “Dur- 

ing the upkeep of enchanted creature's controller, Licid deals 1 damage to that 

Player” instead of a creature. You may. vay ® to end this effect. 2/2. 
® 


® Leshrac’s Rite EC 1A th th 
: Enchanted creature gains swampwalk. 
> Living Death SOR Re BO M 


Set aside all creature cards in all graveyards. Then, put each creature that is in play 
into its owner's graveyard. Then, put each creature card set aside into play, 





Pay half your life: Evil becomes 24/4 creature with py that counts as a Horror. 

Lurking Skirge ENR see L 
When a creature is put into one of your opponents’ mae Skirge becomes'a 
3/2 creature with flying that counts as an Imp. 

Maddening Imp R ee ee M 
Flying. @: All non-Wall creatures target opponent controls attack this turn if able. 
At end of tum, destroy each of those creatures that did not attack. Use this ability 
only during target opponent's turn and only before combat. 1/1. 

Mana Leech SC nls Be Z 
You may choose not to untap Leech. <@> Tap target land. As long as Leech remains 
tapped, that land does not untap during Scans ue aes i. 

Marsh Lurker SoG ss IM 
Sacrifice a swamp: Marsh Lurker cannot be ter na tun except by artifact 
creatures and black creatures. 3/2. 

Megrim EN . Ue oe SH 
Whenever any opponent discards a card, Megrim deals 2 damage to him 





C=COMMON U=UNCOMMON R=RARE 
GOLD @GREEN @RED OWHITE @LAND 





ART Artifact EA Enchant Artifact © EN Enchantment INT Interrupt SC Summon Creature 
AC Artifact Creature EC Enchant Creature EW Enchant World LL Legendary Land SL» Summon Legend 
CR Current Rarity EL Enchant Land INS Instant MS Mana Source SOR Sorcery 


























NAME KIND CR RATING COST SETS FOUND Be WAME SETS FOUND : NAME KIND GR RATING COST SETS FOUND 
Mind Maggots SC oe BQ EX S esnmnate SOR User @ TM: ? Spike Cannibal So ae ESS EX 
When Maggats comes into play, discard any number of creature cards. For each © Put target creature card from any graveyard into play under your control. Lose ite Comes into play with one +1/+1 counter, When Cannibal comes into play, move 
catd discarded this way, put two +1/+1 counters on Maggats, 2/2. 2 equal to that creature’s total casting cast. : all +1/+1 counters from/all creatures onto Cannibal, 0/0, 
Mind Peel SOR ae 2 SH? Reckless Spite INS U sss See TM Spinal Graft EG oes oe ™ 
uyback eae. Target player chooses and discards a card. : Destroy two nonblack creatures. Lose 6 life, Enchanted creature gets +3/+3, If enchanted ereature is the target of a spell or 
Mind Warp SOR + «6 SSS |ASth6th = Reclusive Wight SC Us Se UZ ability, destroy the creature: Creature cannot regenerate this tum. 
ook at 2 player's hand and make him diseard X cards of your choice. During your upkeep: if you control any other nonland permanents, sacrifice Wight 4/4. : Spined Fluke SC we Z 
Mindwarper SG eee SOe SH = Recurring Nightmare EN R = Se EX = When Fluke comes into play, sacrifice a creature. @: Regenerate. 5/1. 
‘omes into play with three +1/+1 counters. <4, Remove a+1/+1 counter: Seorfice a creature, Return Recurring Nightmare to owner's hand: Put target crea~ $ Strands of Night EN ee WL br 
arget player chooses and discards a card, Play this ability as a sorcery. 0/0. } ture card from your graveyard into play. Play this abiity as a sorcery. Banned! : Pay? iife, Sacrifice a swamp: Put target creature card from your 
Mindwhip Sliver 2 oe TM : Reprocess SOR R cee Gm UZ = graveyard into play. 
ach Sliver gains “@, Sacrifice this creature: Target player discards a card at :  Sacifice any number of artifacts, creatures and/or lands and draw a card for each = Stromgald tae NG se OOS ASth Bt 
random, Play this ability asa sorcery.” 2/2. one sacrificed this way, :  @: Pay 1 life to counter a white spell, 2/2. 
Minion of the Wastes — S| R | SOSe T™ : : Stronghold Assassin SCR = See 8 
Laluseialin eel i the Wastes, fa an amount of life. Minion has 2 @, Szorifice a creature: ie target nonblack pep an, ; 
power and toughness each equal to that amount. °/°. Stronghold Taskmaster * Se 
Mischievous Poltergeist SC - OO WL. 6th S T UM All other black creatures get -1/-1. 4/3. 
lying, Pay 1 life: Regenerate. 1/1. Stupor SOR oe OS MG, 6t 
Morgue Thrull St BS ee SH: ? Opponent discards a card at random, then chooses and discards a card. 
Sacrifice Thrull: Put the top three cards of your library into your graveyard. 2/2. : Subversion EN es SSe 
Mortuary EN oo §6=6 SR SH: + During your upkeep, each of your opponents loses 1 life. Gain 1 life for each 1 life 
Whenever any creature 1S put into your graveyard from play, put that creature on e lost this way. 
top of your library. z ¢ Swat INS * LES 
Nausea SOR C + £e eS 3 Destroy target creature with power 2 or less. Cycling 
All creatures get -1/-1 until end of tum. : : Syphon Soul $0) cs ee LG, 6Y 
Necrologia INS see See EX=s : Do 2 damage ta all players except caster. Gain life equal to total damage dealt. 
Play Necrologia only during your discard phase, Pay X life: Draw X cards. : : Tainted Ather EN * 2 
Necrosavant SC oe BROS VS, 6th = = Whenever a creature comes into play, its controller sacrifices a creature or {and 
@@S. Sacrifice a creature: Put Necrosavant into play, Use this ability only : : Terror G se BOS LUR 4th Sth, 6th 


during your upkeep and only if Necrosavant is in your graveyard, 0/6. : 
Nightmare NH Se LUR4thSth6th 


Fiying, Power and toughness equal number of swamps controller has, */*. : 
No Mercy Nl aeee lL: 
Whenever a creature successfully deals damage to you, destroy it. : 
No Rest for the Wicked EN -- 6S 2: 
Sacrifice No Rest: Return to your hand all creature cards put into your graveyard 
from play this tun. : 
Oath of Ghouls EN Ge EX: 
During each player's upkeep, if there are more creature cards in that player's i 
graveyard than in target opponent's graveyard, the player may return a creature =: 
card from his graveyard to his hand, : 
Oppression EN as SEO [ae 
Whenever a player successfully casts'a spell, that player discards a card. : 
Order of Yawgmoth ee Zz : 
Order cannot be blocked excant by black or artifact creatures, Whenever Order deals: 
damage to a player, that player chooses and discards a card. 2/2. 3 
Ostracize SOR =f ise 3 
Look at target opponent's had and choose’a creature card there. That player 
discards that card. 
Painful Memories SOR ise MG, 6t 


£2 
Look at target opponent's hand and put uel on top of his or her library. 
i & 








Parasite Bond & : 
During upkeep of enchanted creature's ane Bond deals 2 damage to that player, : 
Perish SOR oo OD iM bth 
Destroy all green creatures. Those creatures canniat be regenerated this tur, : 
Persecute SOR R ses 9 
Choase a color, Look at target player's hand and discard all cards of chosen color, $ 
Pestilence EN cre SSS LUKAS A, 





At the end of each tur, if no creatures are in play, sacrifice Pestilence. 8: Pesti- 


















































KIND CR RATING COST 





l have enchanted a white creature with 
Sigil Of Sleep. If that creature damages my 
opponent, can | return his Eviscerator to 
his hand? 


Yes. Even though Eviscerator has pro- 
tection from white, the blue Sigil Of Sleep 
is the source of the return-to-hand ability. 
The Eviscerator is a legal target. 























lence deals 1 damage to each creature and player. Feet : : 

Phyrexian Broodlings —_ SI - §=6SS : Revenant se oo 6S SH: 
@. Sacrifice a creature: Put a +1/+1 counter on Broodlings. 2/2, : Flying, Revenant has power and toughness each equal to the number of creature 

Phyrexian Debaser 5 = =6S@ > cards in your graveyard. °/°. 

Flying. @, Sacrifice: Target creature gets -2/-2 until end of tum. 2/2. 3 Sadistic Glee f oC os e M 

Phyrexian Defiler - 88° 2 Whenever any creature is put into any graveyard from play, put a +1/+1 counter 
®, Saorifice: Target creature gets -3/-3 until end of turn. 3/8. ? pn enchanted creature. 

Phyrexian Denouncer SC - , @¢ + Sanguine Guard St -- 6 OS Z 
@, Sacrifice: Target creature gets -1/-1 until end of turn. 1/1. : First strike. @@®: Regenerate. 2/2. 

Phyrexian Ghoul Sl Cee =6O@ Z : Sarcomancy EN ° g M 
Sacrifice @ creature: Ghoul gets +2/-+2 until end of turn, 2/2, Puta 2/2 black Zombie token into play, During your upkeep, if there are no Zom- 

Phyrexian Plaguelord Si - SOS + bles in play, Sarcomanoy deals 1 damage to you. 
©. Sacrifice: Target creature gets -4/-4 until end of tum. Sacrifice a creature: = ‘Spare Tactics WS C += g K 
Target creature gets -1/-1 until end of tum, 4/4. : — Allereatures you control get +-1/-+0 until end of tuen, 

Phyrexian Reclamation EN eee ee + Seathe Zombies Stee t= 2e LUR ASHE 
@, Pay 2 life: Return target creature card from your graveyard to your hand. 9/2. Zn... 

Pit Imp s oe M = Screeching Ha oe 
Flying. @: Pit Imp gets +1/+0 until end of tum. You cannot spend more than = Flying, Wasa Sereeching Harpy, 2/2. eee 4 

_, BS in this way each turn. 0/1. ? Sengir Autocrat SCR oe @® HLSth it 

Pit Spawn S a SBS X = When Autocrat comes into play, put three 0/1 black creatures into play, 2/2. 

First strike, During your upkeep, pay °° or sacrifice Pit Spawn. If Pit Spawn: Serpent Warrior a. 2S 9 
damages any creature, remove that creature from the game. 6/4. When Serpent Warrior comes into play, ise 3 life, 3/3, 

Plague Beetle Gas ae L_ = Servant of Volrath Seat 2e M 
Swampwalk. 1/1, : Servant of Volrath leaves Hay aie a creature. 3/3. 

Plaguebearer R= @@ X= Sick and Tired - oe 
4S. Destroy target nonblack creature with casting cost equal to X. 1/1. : wo target creatures each ee EE 1 until end of turn. 

Planar Void tN -  @ 2} Sicken eC =  @ 

5 Whenever a card is put into 2 graveyard, remove that card from the: game. 3 ichanted creature gets -1/-1. Gycling @. 

Priest of Gix $8 ss © : Skeleton Scavengers SCR + Be $ 
When Priest of Gix comes into play, add 444 to your mana pool, 2/1 = Skeleton Scavengers comes into play with one +1/--1 counter on it. Pay @ for 
- SC oC See VS, Bt each oe aoe on Skeleton Scavengers: Regenerate Skeleton Scavengers 
3/2. : and puta+1/+1 counter on it 0/0. 

Rabid Rats SC - © SH = Skirge Familiar $C -  @® 
©: Target blocking creature gets -1/-1 until end of tur, 1/1. = Flying. Choose and discard a card: Add ® to your mana pool, 3/2. 

Rag Man SC Rss @@@ —OKANSINGCH = ghittering Skirge SC 2 
®@S~_ ©: Examine opponent's hand. Opponent must randomly discard 2 = = —_‘Flying, When you successfully cast @ Mente spel, sacrifice Skirge. 3/2. 

_ creature if any are in hand, 2/1 = Skyshroud Vampire SC aes Se 

Rain of Filth NS =U ies A ie 2: lying. Discard @ creature card: Vampire gets +2/+2 until end of tur. 3/3. 
_Eech land you control gains Sacrifice: Add 8 to your pool” until end of turn. : Slaughter INS - §=6SSS 

Rain of Tears SOR = OS® TM = Buyback-Pay 4 life, Destroy target nonblack creature, That creature cannot be 
_Destray target fand, 3 regenerated this turn. 

Raise Dead SOR Css @ LUR4thSthEth = steeper Agent SC i s Ww: 

ring @ creature from your graveyard inte your hand. ¢ When Agent comes into play, target opponent gains contre! of it. During your 

RankandFile = = § - @ee L = upkeep, Agent deals 2 damage to you. 3/3. 

When Rank comes into play, all geen creatures get -1/-1 until end of tum. 3/3. = Steener’s Guile [ue Nees ee 

Rats of Rath § = ee TM = ~~ Enchanted creature cannot be blocked except by artifact creatures and black 
@: Destroy target artifact, oreature, or and you control 2/1. = creatures. When Sleener’s Guile is put into a graveyard from play, return Sleeper's : 

Ravenous Skirge - 6& Z = Guile to owner's hand 
Flying. Whenever Skirge attacks, it gets +2/+0 until end of turn. 1/1. > Souldrinker Ss Ue §6e 

Razortooth Rats st - 8S L. 6th Pay 3 life: Put a +1/41 counter on Souldrinker, 2/2. : 





Cannot be blosked except by artifact creatures and black creatures. 2/1. 











? Unearth 
: noose target creature card in your graveyard with total casting cost 3 or less and 


i Unnerve 















Bury target creature. Cannot target black or artifact creatures. 


: Tethered Skirge ee 

= __ Flying. Whenever Skirge becomes the tagt of a spell or ability, tose 1 life, 2/2. 

: Thrull Surgeon Pe X 

: & © Sacrifice Surgeon; Look at target player's hand and choose one of those 
cards, That player discards that card. 

? Torment EC 

: ‘nchanted creature gets -3/-0. 

c pote Existence = 

3 @_ Choose and discard a creature card: Return target creature card from your 

t ajaveyard to your hand. 

: Treacherous Link 


‘edirect to its cot 


ut that creature 


ach of your opp 


i Unworthy Dead 


. Regenerate. 


: Vampire Hounds 
5 hoose and discard a oreature card 
: Vampiric Embrace 
: nchanted creature gets +2/+2 an 





dealt damage by, 


combat. 0/0, 
ictimize 





ieee 


8¢ 


i 


EN 


oe 
lealt to enchanted creature, 
Cow 6 


EC 
ntroller ail damage 
SOR 





into play. Cycling @. 
SOR Css Se 
janents chooses and discards two cards. 
iy eee RD 
Wi. 
sc te oe 


iH ooo 


enchanted creature 


INS 





SOR 


ee 
Choose two target creature cards in your graveyard. Sacrifice a creature and put 


the two chosen creatures into play tapped 





ile Requiem 


During your upkeep, you may put a counter on Requiem. 4248, Sacrifice 

Requiem: Destroy up to. X target non! 

counters on Requiem. Those creatures cannot be regenerated this turn. 

folrath’s Dungeon 

Any player may pay § life du 

Choose and discard a card: 

card on top of his library. ik this abiiity as a sorcery, 
8 

















‘ombie Master 


Abduction 
Untap enchanted 


Ather Tide 


Air Elemental 
Flying. 4/4. 





Ancestral Memories 
Look at the top seven cards of your library. Put two of thase cards into your hand 


and the rest into 
Annul 


? Anthroplasm 
Anthroplasm comes into play with two +1/+-1 ‘counters on it. 8, <8; Remove all 
counters from Anthroplasm and put X +1/-41 éounters on it. 0/0. 


+1/+1 


Counter target artifact or enchantment spell 
St 


SEe 


lack creatures, where X is 


EN OR 


See 





Wall of Souls ach @ SH 
Whenever Wall of Souls is deatt combat damage, it deals an equal amount of 
damage to target opponent. 0/4 

Western Paladin SC | SRS UZ 
SD, S: Destroy target white creature, 3/3. 

Witch Engine iC ae Se WZ 
Swampwalk @: Add $e to your mana pool. Target opponent gains con- 
trol of Witch Engine. 4/4. 

‘awgmoth’s Edict EN 7” ee UZ 
Whenever one of your opponents successfully casts @ white spell, that player loses 
1 life and you gain 1 Iife 

fawgmoth’s Will SOR see BQ UZ 
Unti end of turn, you may play cards in your graveyard as though they were in 








your hand. Cards put into your graveyard this tum are removed from the game. 
Ne 


POS 


Al zombies in play gain swampwalk and may regenera te for &. 2/3. 


OU 
creature. Gain control of enchanted creat 













put into any graveyard, put that creature into play under its owner's ae 
Academy Researchers oe 
When Researchers comes into play, you may choose an enchant creature card in 
your hand and put that ene! oe into play on Researchers, 2/2, 
sl 


leellieg 


C: Se 


Discard X creature cards: Return X target creatures to their owner's hand, 


SC 
SOR 


Uw €@6e 


Rs 2€@@ 


your graveyard. 
INT. se 





Riess 2¢e 


AUGUSTi3999 


Play this aly as a soroery. 1/1. 
PS 


Hounds gets 242 until end of turn. 2/2. 
U Zee z 


flying Where a creature successtully 
this tum is put into a graveyard, put a 

: +1/+1 counter on enchanted creature. 
: Vampiric Tutor = 

: Pay 2 life: Search your library for any one card. Shuffle your library, then put that 
: card on top of your library. 

2 Vebuild & 

Comes into play with one +1/+1 counter on it: During your upkeep, you may put 
a +1/+1 counter on Vebuild. When Vebuild attacks or blocks, destroy it at end of 


ing his or hey turn to destroy Volrath’s Dungeon. 
farget player chooses a card in his hand and puts that 
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NAME KIND CR RATING. COST SETS FOUND NAME KIND CR RATING GOST SETS FOUND 
Equilibrium N OR see BOG X + Inspiration SG Be VS, 6th 
Whenever you successfully cast 2 creature spell, you’ may pay > to return target Target player draws two cards 
? __ creature to owner's hand. interdict N -- «6 ™ 
: Ertai, Wizard Adept = SLR wwe ODS K Counter target artifact, creature, enchantment, or land ability requiring an activation cost 
: ‘tai, Wizard Adept counts as a Wizard. Se, ©: Counter target spell, Play Abiities of that permanent cannot be played again this tum. Draw a card, 
2 this ability as an interrupt. 1/1. Intervene NT Ge @ UL 
Ertai’s Meddling INT Rowen SE M Counter target spell that targets a creature, 
When target spell is successfully cast, put X delay counters-on it. X cannot be 0, intruder Alarm N oo OO SH 
uring each upkeep of that spell’s caster, remove @ delay counter from the:spel, Creatures do not untap during their controllers’ untap phases, Whenever any crea- 
NAME KIND CR ; he: spell has no:delay counters on it, it resolves. ture comes into play, untap all creatures. 
; Escaped Shapeshifter SC oR s+ @@@ M+ Intuition NS on 6 TM 

Arcane Laboratory NU se ae 7 + Along as your opponent controls any creatures with flying, Shapeshifter gains flying Search your library for any three cards and reveal them to target opponent. He or 
Fach player cannot play more than one spell each turn. : he same for first strike, trample, and protection from any eolor. 3/4. she chooses one, Put that card into your hand and the rest into your graveyard. 

Archi ivist g R= §8ee8 ia Evacuation INS Ro gh SH Shuffle your library: afterwards, 

@: Draw a card. 1/1. ; eturn all creatures to owners hands. juxtapose Sl a. LG.CH.5th.6th 

Attunement N Rowe Oe 7? Exhaustion SOR Uses Oe Z Caster and target player each choose their highest-casting-cast creature and 
Return to owner's hand: Draw three cards, then choose and discard four cards. > Creatures and lands target opponent controls do not untap during his or her next exchange contro} of them, then do the same for artifacts. 

Aura Flux NC 2 L =. Lintap phase, eeper of the Mind NH oe OS EX 
Each ather enchantment gains "During your upkeep, pay # or sacrifice this : Fade Away SOR C + ee EX ©, ©; Draw a card. Play this ability only if target opponent has at least two 
enchantment,” : For each creature, that creature's controller pays 2% or sacrifices a permanent. more cards in hand than you. 1/2. 

Back io Basics N Rs @@ Zz; Fighting Drake” Sous 266 ler Whale 8 - ee XK 
Nonbasio lands do not untap during their controllers’ untap phases, 2 Flying. 2/4, be Killer Whale. gains flying until end of turn, 8/5, 

Barrin, Master Wizard SC OR» £@@ 7 : Flash NS R= @@® MB, 6 Crab 8 +  @@® UL 

®, Sacrifice a permanent: Return target creature to owners hand. 1/1. : Put a creature from your hand into play, Pay the creature's casting cost reduce ®©@, @: Put target green creature on top of owner's library. 4/5. 

Benthic Behemoth CR ee) Se Woe ae to @. lf you cannot, bury the creature, junch EC - =—6 OD UZ 
slandwalk. 7/6. ¢ Fleeting Image . Rees Enchanted creature: gains flying. When Launch is put into a graveyard from play, 

Boomerang NS C= @@ LBCHMGSthen = _. Flying. ee: Return tmage'to owner's hand, 2/1, return Launch to owner's han 
Return tae parte to owner's hand, : : Flight f a LUR4thSthéth } Leap ; NS C=  @ SH 

Bouncing Beebles Cos ee UL 2. Target creature now has flying, Target creature gains flying until end of tum. Draw a card. 

ouncing Beebles is unblockable if defender player controls an artifact. 2/2. : Fog Bank SC Ue  @@ IZ; Legacy’s Allure EN ~~ @@ TM 

Browse N Uw eee ALBth = lying. Bank does not deal or receive combat damage, 0/2. During your upkeep, you may put a treasure counter on Legacy's Allure. Sacrifice 
® © ©: Look t the tog tive cards of your library and put oné of them into your Fog Elemental st ~ @@ WL 6! Legacy’s Allure: Permanently gain control of target oreature with power no greater 

and, Remove the remaining four from the game. 2 ying. If Elemental attacks or blocks, bury it at end of combat: 4/4. + than the number of treasure counters on Legacy’s Allure. 

Capsize S Con @O@ Ve Forbid INT see EO X =: Legerdemain SOR - 268 TM 
Buyback @, Retum target permanent to owner's hand : luyback—Choose and discard two cards. Counter target spell, Permanently exchange control of target artifact or creature for control of target 

Catalog NS Co @@ uz : Forget SOR R + @® HLSth bt Tali of the same type. 

raw two cards, then choose and discard a card : __Taiget player discards two cards and then draws two cards, N - 2@@ 

Chill NU se @® Tw, eth ; Frantic Search NS C+ €@ : All ae Se contro! gain flying 
Red spelts cast an additional <8 to play, : aw twa cards, then choose and discard two cards. Untap.up to three lands, : Library of SOR R s+ @@ Al Gt 

Cloak of Mists C Cos @@ y: Fylamarid NY -)6=— HOE best chooses: You draw three cards at the beginning of the naxt tumn's 

nghanted creature is unblockable: 3 tying. Cannot be blocked by blue creatures, %*; Target creature is blue until end : upkeep or you search your library for a card, 

Cloud of Faeries CoC) OO Lo, oftum. 1/3. : Lifting Refrain -- = @ 
Fiying, When Faeries comes into play, untap up to two lands. Cysting @. 1/1 : Gaseous Form EG Ge =e ae LG4thoth.6thTM = During your upkeep, puta oounter on Refrain, Sacrifice: Counter target spell uniess 

Cloud Spirit SCC 2® gH : _... larget creature neither deals nor receives damage in combat. ¢ __ its caster pays an additional X, where X ts the number of counters, on Refrain, 
Flying. Cloud Spirit can block only creatures with flying. 9/1. : Giant Crab st - & € M Lingering Mirage - @@ Z 

Confiscate Pp | - §=6ee Z: @: Until end of tum, Crab cannot be the target of spells or abilities, 8/3. Enchanted land is an istand. Cycling <>. 

You control enchanted permanent. } Gilded Drake AH #e Se 2 = Lord of Atlantis St co ee LUR4th Sth 6th 

Contempt ( « gO SH: tying. When Drake comes into play, exchange control of Drake for target creature = All Merfolk in play gain islandwalk and +1/-+1, 2/2. 

f enchanted creature attacks, return that creature and Contempt to owner's hand Ofte of your opponents controls or sacrifice Drake. 3/3. ; Mana Breach N - @@ iat 
at end of combat. ; Glacial Wall SC - B86 IASth6th = When any player plays'a spell, that player returns a land he controls to his hand: 

Coral Merfolk SS c+ ee Wi OT. i Mana Leak NT OO 8 
a. : Gliding Licid Sous @@ SH = Counter tarnet spell unless its caster pays an additional @. 

Counterspell NT eves @@ LURATHIASHORTM : ©, #: Gliding Licid loses this abilty and becomes a creature enchantment that : Mana Severance SOR R coe | Gee ™ 

‘unter target spell as itis being cast : reads “Enchanted creature gains flying” instead of a creature. Move Gliding Lici Search your library for any number of land cards and remove them from the game. 

Cunning jie Hits. x onto target oreature. You may pay @ to end this effect. 2/2. Shuffle your library afterwart 

nchanted creature gets +3/+-8. If enchanted create attacks or blocks, sacrifice 
Cunning at end of turn, 
Curfew NS Cow ©@ Z 
‘ach player chooses a creature he controis and returns it to owner's hand. 
Curiosity CEU ee e x 





f enchanted creature damages an opponent, you may draw a card. 
Daring Apprentice SC oR | 6BOe 

®. Sacrifice Daring Apprentice: Counter target spell. 1/1. 
Deflection INT Roses Qe 

farget spell with one target now targets a legal target of your choice. 








Delusions of Mediocrity —N R += ee ine 


When Delusions comes into play, gain 10 life. When Delusions leaves play, lose 10 life 
Desertion NT Rv SO VS, 6th 
Counter tarcet spel, If that spell is an artifact or summon spell, put thet card into 
play under your control as though it were just played. 
Diminishing Returns OR ll coe =e 
Each player shuffles his hand and graveyard into his library. You remove the top 
10 cards of your library from game. Each player draws up to 7 cards. 
Dismiss NT 
Counter target spell, Draw a card. 
Disruptive Student SC uss 
@: Counter target spell untess its caster pays an additional <>. 1/1. 
Dominating Licid S R= @€@ EX 
 @ B®, S: Licid loses this ability and becomes a creature enchantment that 
reads “Gain control of enchanted creature.” Move Dominating Licid onto target 
creature. You may pay @ to end this effect. 1/1. 


Douse N Us @@ Z 
@S: Counter target red spell 

Dream Cache SR C+ Se ~ _ MGTM, 6th 
Draw three cards. Choose two cards from your hand and put both on either the top 


or the bottom of your library. 

Dream Halls HOR es See S 
Instead of paying the casting cost for a spell of any color, its caster may choose 
and discard a card that shares at least one color with that spell, If the spell has X 
{nits casting cost, X is 0: di 




















Dream Prowler S Ces 6 @@e SH 
Dream Prowler is unblockable as long as no other creatures are attacking. 1/5. 

Drifting Djinn SR +) «Oe UZ 
Flying, During your upkeep, pay @%@ or sacrifice Djinn. 5/6. 

Duplicity EN OR See TM 


When Duplicity comes into play, put the top five cards of your library face down 
of Duplicity, During your upkeep, you may exchange all the cards in your hand fo 
the cards on Dupiiciy. At the end of your turn, discard a card. If you lose contre! 
of Duplicity, put all cards on it into owner's graveyard. 





Enchantment Alteration INSU s+ @ UZ 
Move target enchantment from one creature to another or one land to another. 
Energy Field Rew §=6@ UZ 


Prevent all damage dealt to you from sourees you do not control: When 2.card is’ 
put into your graveyard, sacrifice Energy Field 

Ephemeron SS R= @@¢ EX 
Flying. Choose and discard a card; Return Ephemeron to owner's hand. 4/4. 


MAGIC FACT 





On artivacis if 
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ND GP Admit- 
tediy, the Thran Golem 
and a creature enchant- 
ment is about as clever a 
combo as a Swamp and a 
Dark Ritual, but there’s 
something especially 


sweet about having a 5/5 
fiying, first-striking tram- 
Sees pler that mages dedicated 
fromblick snd poucion tom set ff £0 PEM and/or Black are 
powerless te handle. 
reguiar rrimmeng. 
Great Whale SC Re Ge iz i Mana Short NS Rowe @e LUR4th, 6th 


When Whale comes into play, untap up to seven lands, 5/5. 
Hammerhead Shark Sf 528 Se 

















All opponent's lands are tapped; opponent's mana pool is emptied. Opponent is 
fot damaged by unspent mana. 





Shark ‘cannot attack unless defending player controls any istands. 2/3. : Manta Riders Ni é ™ 

Harmattan Efreet SS Us @¢¢é MG, 6th ?  @:Manta Riders gains fiying until end of turn. 1/1. 
bing & © @: Target creature gains flying until end of turn. 2/2: + Mask of the Mimic INS -- = 6@ SH 

Hermetic Study EC Css | &@ Z : — Saerifice a creature; Search your library for any copy of target creature card and 
Enchanted creature gains." @; Deals 1 damage to target creature or player.” put it into play. Shuffle your library aftenvards. 

Hesitation EN U ceoe Mawcor SC Rs «OOS TM 
f any spell Is played, counter that spell and sacrifice Hesitation. : "Flying. @: Mawcor deals 1 damage to target creature or player. 3/3, 

Hibernation NS User 2@ Z : Meditate INS see BO ™ 
Return all green permanents to owners’ hands. : Skip ” next tum: Draw four cards 

lorned Turtle SoCs 8 @e@: TM, 6th : Memery Lapse C6 GO HLMG.Sth,6th 
/4. : Counter target'spell, Put that spell on top of its owner's library. 

lorseshoe Crab SCC se 2e Z } Merfolk Looter Efi se €@ x 
®: Untap Horseshoe Crab, 1/3: : ®: Draw a card, then choose and disoard a card, 1/1. 

imaginary Pet SC OR ss ee JZ } Merfolk of Pearl Trident SC 0 + @ LUR4th,Gth6th 
uring your upkeen, if you have a card in hand, retum Pet to your hand. 4/4. : WM. 

insight EN YU see Qe TM, 6th ? Mind Games INS Cee & SH 


Whenever target opponent successfully casts a green spell, draw a card, 


MAGIC DATA 
@ ARTIFACT @BLACK @BLUE 


ART Artifact EA Enchant Artifact 
AC Artifact Creature 


CR Current Rarity EL Enchant Land 


EC Enchant Creature EW Enchant World 


Buyback <2 @, Tap target artifact, creature, or land. 


C=COMMON U=UNCOMMON R=RARE 
GOLD @GREEN @RED OWHITE @LAND 








EN_ Enchantment INT Interrupt SC Summon Creature 
LL Legendary Land SL Summon Legend 
INS Instant MS Mana Source SOR Sorcery 











KIND) CR RATING COST 


Choose and discard a card: ee oF un 


Flying, |f Mirozel is the target of any 


Counter target spell unless its caster 
Each Sliver gains “a, a this 
rp 

@: Untap Morphing, @: Morphing 


®: Morphling cannot be the target 0 
®: sid al gets +1/-1 until end 


icon your library for an instant, in 
iat card to all players, Put the car 





uring each player's upkeep, if that 
ponent, the player may ie his 
i tl 


jarget player draws four a 








lying. When Palinchron comes into 
Retum Palinchron to owner's 





nctianted creature gains ‘Di 


pode When Peregrine Drak 


Tee land switches to any 


at 
S 








rantom Warrior is unblockal 











rp 
jury target creature, It's contr 


Counter target spell unless its caster 
mana from lands and mana i 


uring your upkeep, you may a at 
may then put that oard on tl 


@: Prodigal Sorcerer deals 








Do 2 damage to target land's control 
SOR 


ook at the top five cards of target 
on the bottom of that library in any or 
St 


Flying; echo. When Familiar comes in 


NT 
farget spell, which targets a . 
if N 
bycing @s 





Id 
turn all artifacts to owners’ 
St 


"Sortie X cards in hand to 
then remove Recall from game. 
i} 





tation; Return up to X target 
of counters on Recantation 


You and target opponent eacl 
trols until end of turn. Creatur 


Return target instant, interrupt, or sort 
Counter target summon spe 
i N 


efusn target permanent to owner's hand. Cycling 
N 














wind 
Counter target spell. Untap uy 
i C 





Enchanted creature cannot be 
©, Sacrifice Rootwater Diver: Return 


@: Rootwater Hunter deals 1 damat 


Rootwater Matriarch 
@ Gain control of target creature as long as that creature has any enchantment 











20066 


ap target artifact, creature, or land. 
oe 


spell or ability, return Miroze! to. owner's 


oe 

ays an additional @, Cycling >. 
& 

reature: Draw a card,” 2/2. 

gains flying until end of turn. 


spells or abilities until end of tur: 3 Segovian Leviathan 
f turn): Morphing gets -1/+1 untilend = Istandwalk. 3/3. 


errupt, mana source, or sorcery and reveal 
yack on top of your library. 
& 


¢ 
ayer has fewer cards in hand than target 
and and. draw three cards. 


£66 


SOe 
lay, untap, up to seven lands. <2 qed: 


Bo 
£e 


ee 
comes into play, untap up to five lands. 2/3. 
66 LULR 4th 5th, 
asic land type ohosen by ie 


Be 


sveals cards from top of his library Until a orea- 

ture card is revealed, then puts the creature into play under his contral as if it were 

just played. The player shut er revealed cards into library. ; 
i N a LROHANGRBNTMUZ : 


spends %. Spall's caster must spend all 


S® 


E 
uring the upkeep of enchanted enchantment's controller, that player pays @> or 
loses uy lie Cycling @: 


ee 


the top card of target opponent's library. You 

of his or her library. 
eo LUR4th 5th.6t 
1 damage to target creature or player. 1/1. 
N 26 


ach tum, each creature cannot attack unless its controller pays an additional @ 


ee 
oO 


ae yout life total with target player. If the difference is 5 or less and youl 
ave at least 1 life, exchange life totals with that player. 
£® LUR4th Sth, 6t 


jer whenever the tand is tapped. 
se 


yer's library. Put any number of these cards : 
der and the rest on top ‘ 


ce 


to play, look at the top three cards of your 
brary, Put one of them into your hand and the rest on the bottom of your library 


eo 


layer tas a player of your choice instead. 
2@ 


BO 


uring your upkeep, you may put @ counter on Recantation. a», Sacrifice Recan- 
nts to owner's hand, where X is the number 


Zee 


h untap and gain contro! of all creatures the other con- 
inaffected by summoning sickness this turn. 


POG 


cery from your graveyard to your hand. 
S®@ LG.CH,Sth.6th 


LOG 
268 


s 
get of spells or abilities 


target artifact card from your graveyard to 


26 


le to target creature or player. 1/1. 
: See 


C 7 
@@-@: Look at the top card of target player's library. 1/1. 
Rootwater Shaman 


You may play creature: anes ts whenever you could play an instant, 2/2 
8 


26 
ee 


ge Owl 
Flying. When Sage Ow! comes into play, look at the top four cards of your library. 
and put them back in any order. 1/1. 


e 
ae 


Skea LG,CH.Sth,6t 
ring X cards from your graveyard into your hand, 


SETS FOUND : NAME 


EX 3 £ Schoo! of Piranha eo 
juring your upkeep, pay ee of sacrifice School pe Piranha, 3/3. 


: Scrivener 
L i Sea Monster 
3 , bth 


: Second Chance 


} Shadow Rift 


® 
MG, 6th = arget creature gains shadow until end of turn. Draw a card, 
i, Shimmering Wings & 
chanted creature gains flying, ae: Return Wings to owner's hand, 
SOR & 


x} ae and Tell 


silat Spirit 
Bes sift 














WL Bt 
MG, 6 





wi 


Wi 


V8; 6i 
NG, 6ih 


SH: Silver Wyvern 








lew Motion 





















nap 







8 





Soldevi Sage 






WL Bt jomnophore 








pell Blast 





S 






pindrift Drake 







pire Owl 






= SS 











jtern Proctor 








tinging Licid 












x 
™M 







Storm Crow 
Flying. 1/2. 
Stroke of Genius 





WL. 6th 






Sunder 





UZ 
UZ 





Telepathy 












KIND CR RATING COST 


When Scrivener comes into aE you 
rom your graveyard to your hand. 2/2. 
St 


Thay return target instant or interrupt card 
Monster cannot attack unless defending player controls any islands. 6/6. 
oo @: 


EN 
2: uring your upkeep, if you have 6 life or less, sacrifice Second Chance and take 
$ anextra turn after this one. 





ach player may chose an ae creature, enchantment, or fand card in his 
hand and put that permanent into play. 
SC 





Flying. When Spirit attacks, i ‘ai player may draw a card, 5/6. 
oe 


raw three cards, then toes al discard a card, 


STUMPERS 


ring your upkeep, pay this creature's casting cost or 


Will Enfeehlement kill off a Yavimaya 
Enchantress? 


Wo. The effects of the Enfeeblement and 
the Enchantress are applied simultaneously, 
with no checks for creature death in 
between. The Enchantress smoothly changes 
from a 2/2 to a 1/1. 


§ 
Flying, @: Target spell or a 
: creature of your choice instead. Pla 
: Skyshroud Gondor 
: ying. You cannot play Skysi 
another spell this tum. 2/2. 


itty, which targets only Sitver Wyvern, targets anot 
ig ability as-an interrupt. 4/3. 
5 & 


& 


Ss 


e 
oud Condor unless you have sussessiully cast 


2H 
ure’s controtier, that player pays 2 or 
ni Slow Motion is put into a graveyard from play, 


C 
During the upkeep ef enchanted creat 
sacrifices that creature. Whe 
return Slow Motion to owner's 
se 
Rem target creature to owners hand. Untap up to two tands. 
ee 


ids. Discard one of thase cards. 1/1. 





Ny 
®: Saorifice two lands to ee 
6 


Flying, Whenever Somnophore deals damage to a player. tap target eteature that 
player controls, That creature does not 


t Untap during its controller's untap phase 
long as Somnophore remains in play. 2/2. 
NT 





Counter target spell: X is the casting 
SC 


* 

Flying, Ouring your upkeep, pay’ @®) or sacrifice Spindrift Drake. 2/1. 
MC ee ; sf 

lay, fook at the top four cards’ of your library = 

: : sey : Walking Sponge 

: © Target creature loses Diet first 

: Wayward Soul 

Flying. @: Put Wayward Saf 

: Weatherseed Faeries § oY 

= lying, protection from red. 2/1 

= Whim of Volrath 6 

: Buyback ®. Change the text of target permanent by replacing all instances of 

one color word of one basic land type with another until end of turn. 


Flying. When Spire Ow! comes into pl 

and put them back in any order. 1/1. 

jteal Enchantment 

Gain contro! of target enchantment 
s¢ 


When Stern Proctor comes into play, 
owner's hand. 1/2, 


return target artifact or enchantment: to 





& @ @: Licid loses this ability and becomes a creature enchantment that reads : 
“Whenever enchanted creature becomes tapped, Stinging Licid deals 2 damage to: 
that’creature’s controller” instead of a creature. Move Stinging Licid onto target 


creature, You may pay 2 cl bs effect. 1/1, 


Target player draws X cards. 
WN 


Return all lands to owners’ hands. 








6 
Each of your opponents plays with his or her hand revealed. 


NAME 













jecomes 4 copy 





: Unsummon 
i tum target creature to its owner's hand. 
2 Veil of Birds N € 
+ When one of your opponents successfully casts a spell, if Vell is an enchantment, 
Veil becomes a 1/1 Bird with flying 
? Veiled Apparition 
. When one of your opponents successfully casts 2 spel, if Apparition is an 
enchantment, Apparition becomes a 3/3 
upkeep, pay “8 or sacrifice Apparition.” 
: Veiled Crocodile 
: When a player has no cards in hand, if Crocodile is an enchantment, Crocodile 


ment, Serpent becomes 2 4/4 Serpent th 
3 controls an island. Cycling #2, 
: Vigilant Drake s 
ying. 2 @: Untap Drake, 3/3. 
} Vodalian Soldiers 


1/2. 


? Volrath's Curse 
: Enchanted creature cannot attack, block or play any ability requiring an activation 
cost, That creature's controler may sacrifice a permanent to ignore this ability unti 
= end of turn. @e@e: Return Volrath’s Curse to owner's hand, 

= Volrath's Shapeshifter SC R= @¢@ 

= As fong’as the top card of your graveyard is a creature, Shapeshifter is a copy of 
Shapeshifter retains its abilities. <@e: Discard a card. 0/1. 


card, except that 


: Walking Dream 
: Walking Dream is unblockable. Walki 


KIND CR RATING COST 














268 
; ‘ap of untap all artifacts, creatures, or lands target player controls. 
+ Twitch INS 26 
: ap oF untap target artifact, creature or tand. Draw a card 
: Unstable Shapeshifter SC Re @@ 
Whenever any creature comes into pl 





N 3 Se 


Ne hes? 2e 





becomes a 4/4 Crocodile 
: Veiled Sentry N  Yose 
$ When one of your opponents successfully casts a spell, if Sentry is an enchant- 
ment, Sentry becomes an Illusion with power and toughness each equal to total 
3 casting cost of that spell. 
, + Veiled Serpent NES USS ae 
¢ When one of your opponents successfully casts a spell, f Serpent is an enchant- 





aT) 
C+ &@ 
© be. B® 


SC Be se 





phase if any opponent controls two ar more creatures. 3/3. 
Na 


i Wall of Air 


Flying. 1/5, 


} Wall of Tears 
If Wall of Tears blocks any creatures; 
hand at end of combat. 0/4. 


: Whiptongue Frog 


@: Whiptongue 


Fying. 2/2. 


? Wind Spirit 
Flying, Wind Spirit tannot be 


§ be 


sc oe 


INS coe 


S Ces 8¢ 
Frog gains flying until end of turn. 1/3. 


t Whispers of the Muse INS - @ 
i Buyback >. Draw a card. 

+ Wind Dancer 8 De 

: Flying. @: Target creature gains fiying wnt end of turn. 1/1. 
: Wind Drake Ky 2e 








cole ee 





AUGUSTi999 





lay, Unstable Shapeshifter permanently 
of that creature and retains this ability. 0/1. 
NS 


Iiusion with flying and “During your 


hat cannot attack unless defending player 


ing Dream does not untap during your unta 
-—- €6@ 


return each of those creatures to owner's 


£6 
strike, or trample until end of tum. 1/1. 
es eee 
on top of owner's library. 3/2. 
Ze 








SETS FOUND 





Thalakos Deceiver St so SO SH 
Shadow: Sacrifice Deceiver: Gain control of target creature permanently. Use this 
ability only if Deceiver is attacking and unblocked, 1/1. 
Thalakos Breamsower SC a OS M 
Shadow. You leave Dreamsower tapped. If Dreamsower damages any opponent, 
tap target creature. As long as Dreamsower remains tapped, that creature does not 
Untap during its controller's untap phase. 1/1. 
; Thalakos Drifters SOR os She EX 
Choose ‘and ae a card: Drifters gainis shadow until end of turn. 8/3. 
i Thalakos Mistfolk So panded 
Shadow, @; Put Thalakos Mistfolk on top of owner's library. 2/1. 
} Thalakos Scout SCC te Qe 
Shadow. Choose and discard a card: Return Scout to owner's hand. 2/1. 
Thalakos Seer SC Set eo M 
Shadow, lf Thalakos Seer leaves play, draw a'card. 1/1. 
Thalakes Sentry MH se oe M 
Shadow. 1/2. 
Theft of Dreams SOR ne ee EX 
‘or each tanped creature target opponent controls, draw a card. 
Thornwind Faeries SC - = =6$S@e 
lying. 4: Deal 1 damage to target creature or player. 1/1, 
Tidal Control EN Ras POE Al, 6th 
U: @. Anyone may pay or twa life to counter a red or green spell 
Tidal Surge SOR os 2e 
ap up to three target creatures without flying. 
Tidal Warrior Soi Giese SH 
®: Target land is an island until end of turn. 1/1. 
Time Ebb SOR Css TM 
ut target creature on top of owner's library, 
Time Spiral RR sees BES Z 
‘emove Spiral from the game. Each player shuffles his or her graveyard and hand 
into his or her library, then draws seven cards, You untap up to six lands. Banned! 
Time Warp SOR R sesso pe IM 
: ‘arget player takes an extra turn after this one. 
i Tinker SOR -- 8e L 
 — Atthe time you play Tinker, sacrifice an artifact. Search your library for an artifact 
: card and put that artifact into play. 
: Tolarian Winds NS Cs me Z 
: iseard your hand, then draw that many cards. 
: Tradewind Rider Sie oR eres 6 M 
: Flying. @¥, Tap two creatures you control: Return target permanent to owner's 
5 wand. 1/4, 
} Treasure Trove N -- 6-268 x 
> Qe we: Dawa cad 
: Turnabout NS “ne Z 


LUR4th,Sth,éth 





Z 


FE,Sth,6t! 


2 











UR Ath, sth.6e 
$ 

















IM 
TM, 6th 
WAsth.6th 


locked by less than two creatures, 3/2. 


(yes) 
















Windfall 


Wizard Mentor 
Zephid 


Flying. Zephid cannot be the target o' 
Embrace EC 


See 
Creature gets +2/+2, gains flying, and cannot be target of spells or abilities. 
EN oe 


SOR 

Each player discards his or her hand 

ber a player discarded this way. Banned! 
Sliver SC 


All Slivers gain flying. 1/1. 
8c 


(eee 


i 2 
®: Return Mentor and target creature you control to owner's hand. 2/2. 
Si Soe 


Spells or abilities. 3/4. 





Qe 
and draws cards equal to the greatest num: 





{A.ath.6th 


's Weirding 
All players play with hands face up. When a player draws a card, any other player 


may nav ? life tn fora the nlaver tn dlisrard that eard 


Acidic Sliver 


Crystalline Sliver 


Braceplasm 


Hibermatien Sliver 


ishotomy 


Ranger en-Yee 
Segmented Wurm 
Selenia, Dark Angel 
Sky Spirit 


lying, first strike, 2/2. 
Sliver Queen 





Sliver Queen counts asa Sliver. @: 
as 21/1 colorless creature. 7/7. 

SC. OR 
Shadow. If Soltari Guerrillas assigns combat damage to any opponent, you may 
redirect that damage to eee ee 3/2. 


Soltari Guerrillas 


Spined Sliver 


lia Sliver is blocked, it gets +1/--1 until end of 
Spontaneous Cambustion INS se 
Szorifice a creature: $. Combustion 


Vhati #-Dal 


So ee 
‘ach Sliver gains “@:, Sacrifice this creature: This creature deals 2 damage 
to target creature or player.” 2/2. 


Slivers cannot be the target of spells or abilities, 2/2. 
8¢ 


land. Search that player's graveyard, 
card and remove them from the game. 
St we 

irst strike, #@: Regenerate Ranger aa 2/2. 


Whenever Wurm is the target of a spell or al 

SL 

lying, Counts as an Angel. Pay 2 life: 
8 


xo 


¢e 


Flying. When you play Dracoplasm, sacrifice any number of creatures. Comes into 
play with power equal to the total power of the sacrificed creatures and toughn 
equal to their total ie 2]: Dr 


¢ 
ach Sliver gains “Pay 2 life: Return this creature to owner's hand.” 2/2. 
SOR 


Bee 


ock at target player's hand and choase any of thase cards other than a basic 
hand and library for all copies of the chosen 


Oe 


gre 


soe BDH 
Return to owner's hand, 3/3. 


Pox 
xO2eD 


i eeee 


2ax 


ef 











ee 
leals 3 damage to each creature. 
Rows 6m 


T: Target creature's power or toughness is 1 until end of turn. 3/3. 





Vietual Sliver 


Se 


Use me 


Each Sliver gains “&, Sacrifice this creature: Gain 4 life.” 2/2. 
C » 


Mood Sage 


Ro eee 


acoplasm gets +1/+0 until end of turn. 
& 


lity, put @ -1/-1 counter on it, 6/5. 


ut a Sliver toxen into play, Treat this token 


SH 


M 


SH 
M 


SH = 
tum for each creature blocking it 2/2. 





SH 


TM 
T: Name a creature card, Reveal the top four cards of your library to all players. If = 


any of those cards are the named card, put them into your hand. Put the rest into 


your graveyard. 1/1. 


MAGIC FACT 
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Gat Warriors 






























St 
: Forestwalk. 2/2 
: Cave Tiger SC 








predominantly white deck. 
Then, load up your hand 
with cards—hopefully, 
mostly white—and set 
the Jasmine Seer to work. 
For a more offensive 
alternative, try the Cinder 
Seer. Quch! 


Co 06 LG,CH.Sth.6th 
Dl ss 22 UZ 
RO TM 


Whenever a creature blocks it, Tiger gets +1/1 until end of turn. 2/2. 
$C 


Charging Rhino cannot be blocked by more than one creature, 4/4. 


2 Child of G2ea 


Rss GOD 


Trample. During your upkeep, pay 4 or sacrifice Child, 
oa: Regenerate Child of Geea. 7/7. 


EN 
Islands do not untap during their 


@ aRTI 


U-- op 
controllers’ untap phases. 


MAGIC DATA 


FACT @BLACK @ BLUE 


UZ 


TM 



































































































KIND CR RATING COST SETS FOUND MAME KIND CR RATING COST SETS FOUND 
: Gitane! Centaurs 8 aaee UZ 
+ __ Echo Cannot be the target of spells or abilities. 63 
Abundance EN OR ss Gla 2 : Giansl Hierephants Sl —- oo UZ 
Instead of drawing @ card, you may choose a land or nonland and reveal cards Each creature you control gains "@>: Add # to my mana pool” 3/2. 
{rom your library until you reveal-a card of the chosen kind, Put that card into your 2 : Constant Mists INS ane SH 
‘hand and put all other revealed cards on the bottom of your library in any order. Buyback—Sacrifice a land, Creatures’ deal no comnt damage this turn, 
§ “6 6D Guard 8 soon aD uz 
Echo, 2/4, Trample; echo, 4/4, 
bine Tre SC oe B® Jie ing Bears 8 a Oe EX 
Echo, @4@° Regenerate. 3/3 If Crashing Boars attacks, defending player chooses an untapped creature he or 
Asren ia Roce QD M = she controls, That creature blocks Crashing Boars this tum if able, 4/4, 
Any player may play a'creature card with total casting cost 3 oF fess whenever he : Crazed Armadon 8 Row. om TM 
could play an instant and without paying its casting cost. = @®: Armadon gets +3/+0 and gains trample until end of tum. At end of turn, 
8 B® Z = destroy Crazed Armodon. Use this ability only once each turn. 3/3, 
Swampwalk. 3/3. : ing Mold SOR oe SD VS, 6t 
Ages of Rath So —- oop M = Destroy target artifact, land, or enchantment. 
If Apes attacks, it does not untap during your next untap phase, 9/4. : Aakash NS = C's 2 $l 
Asgothian der 8 #e oe UZ = All creatures you control can block creatures with flying until end of turn. 
©: Untap two target lands. 2/2 : fe N se oe Z 
jan Enchantress [N Rs Ge Z = All creatures with flying get -2/-0. 
Cannot be the target of spelis or abilities; Whenever you successfully cast an : Retatica NS 6 ive 
enchantment spell, draw a card, 0/1, =: At the time you play Crop Rotation, saorfice a land. Search your library for a fan 
ian Swine $ . ae fe card and put that land into play. 
Trample. 3/3, é tres SC Use 2 
fegethian War 8 R cscs ep hig rotection from black. Cycling @. 2/2 
Trample. When Wurm comes into play, any player may sacrifice a land to put = of the Heart N soe OD 
Argothian Wurm on top of owner's brary. 6/6, luring your upkeep, if one of your opponents controls three or more creatures, 
ing Dreid SC og of 2a : sacrifice Defense of the Heart, search your library for up to two creature cards, 
IF Druid damages opponent, you may reveal cards from your library until you reveal = _ and put those creatures into play, 
a land. Put it into play and put all other revealed cards into your graveyard. 1/3, = Bense Rose. @® WL, 6 
EN —~ Ope gH = _~ Creatures cannot be the target of spells. 
At the beginning of each player's upkeep, untap all creatures and lands - Herma sl a 5 
as Ze M = cho. When Deranged Hermit comes into play, put four Squirrel tokens into play, 
Flying; swampwalk. 1/1, 3 teat these tokens as 1/1 green creatures. All squirrels get +1/+1. 1/1. 
fe 7D a \ : Dirteew! Were $C sce OO 1M 
fF enchanted oreature is put into any graveyard, draw two cards. = ___Whenever any opponent plays a land, puta +-1/+1 counter on Wurm. 3/4 
Binds of Paradise SCR em LURAINBIhEtH = iS i eee ME.6 
lying. @: Add one mana of any olor to your mana pool. 0/1, 2 ___[aiget player untans all basic lands he or she controls. 
: hay uae LE d creature oe! ‘ na eee? tand. 8: : 
ant mace : fap an untapped creature you control: Unt ic tand. Banned! 
Enchanted oe e-gets, He X where Aisi pa forests you control oe Hladanai. terd ef L ch 
4/5, All Elves gain forestwalk. Elves ‘cannot be the target af spells or abilities. 2/2. 
: Bloated Toad 6 ae Qa i Hadaser’s Vineyard No Reese 
: Protection from blue. Cycling #. 2/2, At begin ng of each player's main phase, add ##™ to that player's peal. 
Fall Neh ae ae Me Braid SC Res Gm IA.Sth.6t 
turn Broken Fall to awmer’s hand. Regenerate target creature, = __ B®, G: Tap or untap target land, creature or artifact. 2/2. 
Higpe gl —- «6M 2 = Sache SOR seve VS, 64 
Istandwalk. 3/3, Return target card from your graveyard to your hand. 
: uae Ss Genie tee Tags a alc onins a Tort La ‘ 
Whenever any opponent plays a land, you may choose a land card from your han crf a forest: Target attacking creature gets -3/-0 until end of turn. 
2 aM ee : Eiven Riders SoU Gm LS ANSI 
2 Gall of the Wild NR ee) Qa WIL, 6 Cannot be blocked except by walls and flying creatures, 3/3. 
= *- Reveal the top card of your library to all players: If that card is a Rite SOR oe S 
creature card, put it into play. Otherwise, bury it, : ut a total of twa +1/+1 counters on any number of target creatures. 
5 Sc HE ee TM ; Elven Warkounsds SC R= gm M 
Canopy Spider can block creatures with flying. 1/8. = __. lf Warhounds is blocked, put the blocker on top of owner's library. 2/2. 
of Fiswers Ui UZ = Elsis& Srebers § oe | OP LULRAth.Sth6t 
During your main phase, you may add up to X mana cf one celor to your mana = _ _ First strike. 2/1. Misprint: Alpha listed power/toughness as 1/2. 
pool, where X is the number of Islands target opponent controls. : Berserker sco 2 x 
2 8 Rowe § aap SH = __ For each creature that blocks it, Berserker gets +1/41 until end of turn. 1/1, 
Trample. @#: Regenerate Carnassid. 5/4 2 Eivish Fesy NSC ese M 
8 * oe px, = __ Buyback 4, Target creature gets +2/+2 until end of turn. 
When Cartographer comes into play, you may return target land card from your = Herder : s fa sl een 2 L 
graveyard to your hand, 2/2 >» Target creature gains be until end of a: ; 
®, ©. Sacrifice Lyrist: Destroy target enchantment. 1/1. 
feesdse (SC acs ne Ny 
if you control any creature with toughness 2 or less, sacrifice Armodon, 4/5. 
Were Sl - gee Z 
rample. During your upkeep, ren an enchantment or saerifice Wurm. 9/9, 
oo Q 
: You may play an additional land each tum. 
ee BUTT ratoe Lath SOR Us | Om NG, 6 
like its Necropotean : it target land on top’ of owner's library, 
ancestay, Yawgmoth’s E ‘ach of your creatures ane rocked b fibiten creature. uh 
Bargain canbe dangerous ie ae 7 
Since it sucks eWay YOUR = = Whenever a creature is put into a graveyard from play, that creature's controller 
i i 7 may. draw a card, 
life. For a hit of security, fue {oe NG, 6 
and then some, try slip- @:Do4 damage to target attacking creature with flying. 2/2 
ping the Bargain into a Eresnd L - oe UL 


it produces an additional mana of any color. 


Whenever target is tapped for mana, 
Grake s¢ 


oe 
Flying. If Flaiiing Drake: blocks or js blocked by any creature, that ereature gets 
+1/+1 until end of tum. 2/3 





INS Ce » LUR 4th MG, Sth 6th 
Creatures do not damage one another in combat. 
CoC te em iz 


When Fortitude is put into a graveyard from play, return Fortitude to owner's hand 
Sacrifice 2 forest: Regenerate enchanted creature. 








Freg Toagee LSeiclicee 2 
When Frog Tongue comes into play, draw a card. Enchanted creature can block 
oreatures with fying, 
Bred St oR oe M 


Whenever any player successfully casts an enchantment spell that targets Fugitive 
Druid, draw 2 card. 3/2, 
Browse 


Si °C ge 1A, 6th 
@®, S: Untap 2 creature. 1/1. 
Fyndhern Eider S Us om IASth.6th 
@: Add @® to your mana pool. 1/1 
Gaea's Beanty SOR C+ oe UZ 
Search your library for up to two forests, reveal them, and put them into your hand 
Gaea's Embrace EGU eeee co UZ 


Enchanted creature gets +3/+3 and gains trample and @®: Regenerate. 


C=COMMON U=UNCOMMON R=RARE 
GOLD @GREEN @RED OWHITE @LAND 





ART Artifact 
AC Artifact Creature 
CR Current Rarity 


EA Enchant Artifact 
EC Enchant Creature 
EL Enchant Land 


EN 


EW Enchant World 
INS Instant 


SC Summon Creature 
SL Summon Legend 
SOR Sorcery 


Enchantment INT Interrupt 
LL Legendary Land 
MS Mana Source 




























































































































































































NAME KIND CR RATING COST Sarai > BUNS KIND CR RATING COST SETS FOUND ea} NAME KIND CR RATING COST SETS FOUND 
Gang of Elk 8C oe : Muscle Sliver SC se ee M : Redweed Treefolk NY o oe WL6th 
Whenever a creature blocks it, Bang of Ek gets +2/+2 until end of turn. 6/4. All Slivers get 1/441, 1/1, : 3/6. 
Giant Growth INS CC sese LURATHIASthGth 3 Natural Spring SOR Cs @a@ Mi s EC ee am LURATHANGSNGH 
Target creature gets +8/-+-3 until end of a i arget player gains 8 life. ieee rope enchanted ereature. 
Giant Spider —- 2m LUR4th. Sth bt ; Nature’s Resurgence SOR me WL6th : Rejuvenate SOR <0 oe z 
Giant Spider can block creatures with flying. 2/4. : ach player draws a nuimbe of cards equal to the number of creature cards in his ? Gain 6 life. Cycling =e. 
Gorilla Chieftain St oo Spe ALGth = orher graveyard. : ulate {ise pe L 
a @: Regenerate, 3/3 ? Nature's Revolt EN -—- ae M + Shuffle all creature cards trom target player's graveyard into thet players library. 
Gorilla Warrior st . oe Z = Al lands are'2/2 creatures. >. Cyoling @& 
3/2. : Needle Storm os ee M i Respite INS Ce M 
Greater Good EN ow §68S@e es edie Storm deals 4 damage to each creature with flying, 3 Creatures deal no combat damage this turn, Gain 1 life for each attacker. 
Scotfice a creature: Draw carts equal to the sacrificed creature's power, then = Nurturing Licid 8 2 M  Besuscitate NS oh ae 
choose and discard three cards, {© Licid loses this ability and becomes'a creature enchantment that reads: Intl end of turn, each creature you control gains “ale: Regenerate this creature.” 
Greener Pastures Ell a ee Z ; “Regenerate enchanted creature” instead of a creature, Move Licid onto target : Retaliation N oe ee Z 
During each player's upkeep, if that player contrals more lands than any other, the creature, You may pay #@ to end this effect. 1/1. : ach creature you contral gains “Whenever a creature blocks if, this creature’ gets 
player puts a 1/1 green Saproling token into play under his or her control : ath of Druids EN ove X = +1/+1 until end of turn.” 
Grizzly Bears SC i LUR4th Sth6th uring each player's upkeep, if that player controls fewer creatures than an oppo- : River Boa NH soe VS.6th 
2/2 $ nent, the player may reveal cards from his library’ until he reveals a creature card, : standwalk. #: Regenerate, 2/1. 
Harmonic Convergence INS ie op Le wtting it into play and the rest into his graveyard, : Maze N oo La M 
Return all enchantments to top of owners’ libraries. ? Overgrowth ee @ SH = Allartifacts and lands come into play lapped 
Harrow INS se 22 M ; Whenever enchanted land is tapped for mana, it produces an additional aa. : Roethreaker Wurm Ny sae M 
Sacrifice a land: Search your library for up to two basic land cards and put them ; Overrun coe Gp Mi rample. 6/8, 
into play, Shuffte your library afterwards ‘Al creatures you contra! get 43/43 and gain tremp'e until end of turn, G St @ M 
Hawkeater Moth 8 ae) oe Z @omm Gets +2/+2 until end of turn. Use this ability only:once each turn) 2/2 
lying. rll the target i of spells oy abilities, ue A i i Reotwater Alligater 0 ts oe x 
Heartwood aoe Sacrifice a forest; Regenerate Rootwater Aligator. 3/2. 
eartwood Dryad can block creatures with shadow. 2/1. eS T LJ 4 | = = = = i woe VS.th 
Heartwood Giant Ni ae sae M uring your draw phase, reveal the first card you draw to all players. If that card is 
©, Sacrifice a forest! Giant deals 2 damage to target pa 4/4, a basic land, draw a card. 
Heartwood Treefalk 8 wv B® Mi: Scaled Wurm SC Geen Ge ASth.6th 
Forestwalt. 3/4. ; 216. 
Hermit Druid SOs oR os oa SH: i Seragneth SC Us me M 
@_ & Reveal cards from the top of your library until you reveal a basic land, : rotection from blue, While Seragnoth is being cast, it cannot be countered. 3/4. 
ut it into your hand and put-all other revealed cards into your graveyard. 1/1. : Seeker of Skybreak 8 cee 
Hidden Ancients N +e Ee : : ®: \Intap target creature. 2/1. 
When one of your opponents Successfully casts an enchantment spel, if Ancients: : in Bryads SG. Byes e LUR Ath Sth 6th 
is an enchantment, Ancients becomes @ 5/5 Treefolk creature. i i orestwalk. 1/1. 
Hidden Gibbons Me L i Silk Net INS Cs L 
When one of your opponents successfully casts an instant or interrupt spell, i 2 arget creature gets +1/+1 and can block creatures with flying until end of turn, 
idden Gibbons becomes a 4/4 creature that counts as an Ape. : : Simian Grants SH coe QR L 
Hidden Guerillas N as 2 2: H cho. You may play Simian Grunts any time you could play an instant. 3/4 
When ene of your opponents successfully casts an artifact spell if Guerllas is an: : Skyshreud Archer SC. 0" s* e SH 
anchantment, Guerilas becomes a 9/3 Soldier creature with trample. : : ©: Target creature with flying gets -1/-1 until end of tum, 1/1. 
Hidden Herd N oe fice : Skyshreud Ef SC 0 ee ee 
When one of your opponents play a nonbasie land, if Herd is an enchantment, : : ®@ Add @ to your mana pool, <4: Add 9 of @ to your mana pool. 1/1. 
lerd becomes a 3/3 Beast creature, : : Skyshreud Gite S Use @ 
Hidden Predators N ® 2: z lite gets +1/--2 as long as any opponent controls any nonbasic lands. 1/1. 
When one of your opponents controls @ creature with power 4 or greater, if Preda- : 8 see M 
tors is an enchantment, Predators becomes a 4/4 Beast creature, i : ®: Choose’ land in your hand and put it into play, Play. as a sorcery. 1/1. 
Hidden Spider N oC » 2: : Skyshread Tref S Cw 6oae M 
When one of your opponents successfully casts a creature with flying, if Spider is: 2 @@: Regenerate Skyshroud Troll. 3/8. 
an enchantment, (t becomes a 3/5 creature that can block creatures with flying... = rend Troepers SC oe SH 
Hidden Stag : N seh ene S : : \ : iene - to al mana pool. Play this ability 2s a mana source, 3/8. - 
Whenever one of your opponents plays a land, if Stag is an enchantment, Stag 7% ani Wh 3 ae Ro see ‘3 
eames a 3/2 Beast creature, Whenever you play a land, if Stag is'a creature, = t sie with : ae ee we pepe: Trample. Skyshroud War Beast has power and toughness each equal to the num- 
Stag becomes an enchantment. : nen : jocks with a Disease Carriers, and P ber of nonbasic lands target opponent controls. °/” 
a“ batik She “- Oe « : | they kill each other. ifanother 2/2 creature: ca, jm mip i U — a EX 
livers gain trample a = tah A reatures with any enchantments on them cannot attack or block 
Hurricane cor Ue sam Lunsinsnon $ | aS MOREA unit Yt tive ar die? spike Breeder sR Oe si 
Jo X damage to all players and flying creatures. = i e i Breeder a into play with three +1/+1 counters on it. @, Remove a +1/+1 
Hush SOR - §=6—6®@ 2: ja. Si if counter from Breeder: Put a +1/+1 counter on target creature. 2. Remove a 
jestray all enchantments. Cycling 2. : It will die, Since its your turn, y fou must +1/+1 counter from Breeder: Put a Spike token into play. Treat this token as a 
Jackalope Herd Seo 2 ae cx | | put your Moa ability on the stack first. Your 1/1 green creature. 0/0. 
if you play any spell, retum Jackalope Herd to owner's hand. 4/6, : ; fare’ abilii Spike Ecleny S Ce 8 @@ SH 
Keeper of the Beasts Be Xt OpponEnE adds the Earriers ability. the 2/2 Spike Colony comes into play with four +1/4-1 counters on it @, Remove a 
®, & Put a Beast token into play, Treat this token as-2 2/2 green creature. pie cd and immediately dies when the a /1 counter from Colony: Put a +1/+1 counter on target creature, 0/0. 
fay this abilty only if target opponent controls more creatures than you. 1/2. arriers’ auilit 5 Spike Brene SO: bes 2 T 
Krakilin st one a cn Me : me i resolves, Spike Drone comes into play with one +1/+1 counter on it. @r, femora 
Comes into play with X +1/+1 counters on it. aia: Regenerate, 0/0 : me 10 64 +1/+1 counter from Drone: Put a +1/+1 counter on target creature. O/ 
Living Lands Nh ae SMES yas aig ee: Spite Feder ~ o08 
reat all forests in play as 1/1 creatures. / : Pincher Beetles see ¢ nike Feeder comes into play with two +1/+1 counters on it. a, Remove a 
Lanowar Elves SC 0. teen LUR4thoth6th > Pincher Beetles cannot be aan spells or esa 3/1 aM +1/-+1 counter fro Spike Feeder; Put a+1/+1 counter on target creature 
@: Add @ to your mana pool. 1/1 > Plated Sh cai won : £2 " EK Remove a +1/-+1 counter from Spike Feeder: Gain 2 life. 0/0. 
tone Wolf st A ised R L = am: Rootwalla gets +3/-+3 until end of turn. Use only once each tum. 8/3, Spike Hatcher fis Sb Rt 2 ek 
You may have Lone Wolf deal combat damage to defending player instead of to. Pouncing Jaguar SCL tee a Uz Swke Hatcher comes into play with six +1/+1 counters on it. 2, Remove 2 
creatures blocking it. 2/2. i Echo, 2/2 +1/+1 counter from Spike Hatcher: Put a +1/+1 counter on target creature. 
Lowiand Basilisk So Gs ae SH = pradesh ‘ st oe LG:4th Sth 6th Remove a-+1/-+-1 counter from Spike Hatcher; Regenerate Spike Hatcher, 0/0. 
Whenever Basilisk damages any creature, destroy creature at end of combat. 1/3. ? gpa, @: Give target creature -2/-0 until end of turn. 1/1 Oe Spike Rogue Ni ei hidied 
Lult INS. ..0 Qe Ds Predatery Hunger Pe Mie ee rs pX Spike Rogue comes into play with two +1/+1 counters on it. €e, Remove a 
Creatures deal no combat damage this turn. Cycling @ = Whenever any opponent successfully casts a creature spell, put a +1/+1 counter +1/+1 counter from Spike Rogue: Put a +1/+1 counter on target creature, @, 
Lure EC OU ee «= dM LURATHIASIGH = gn enchanted creature, i ; Remeve a +1/+1 counter from any creature you control: Put a +1/+1 counter on 
Alliereatures that can block target creature must do so. 5 Priest of Titania Sf. iGeae oe uz Spike Rogue. 0/0, 
Manahond ENG Rae A = @ Add @ to your mara poo! for each Elf in play. 1/1. Spike Soldier st <7 OS® SH 
uring your discard phase, you may choose to put all land cards from your hand = primaat Rage HN Ups £o SH Soldier comes into play with three +1/+-1 counters on it. @, Remove a +1/+1 
into play. If you do, discard the rest of your hand. : All creatures you control gain trample counter from Soldier: Put a +1/+1 counter on target creature. Remove a+1/+1 
Maro ile ce R sist wee MG, 6th = NS Cl Pay su spas We from Soldier: Soldier gets +2/+2 until end of tum. 0/0. 
* js equal to the number of cards in your hand. °/°. : santa ae Nereaiell . a Weaver Sl Ro ZQ2e EX 
Midsummer Revel IN Ree  @@e Zl: tee ob Dea VOUS a are eee Soike Weaver comes into play with three +1/-+-1 counters on it. @%, Remove a 
uring your upkeep, you may put a counter on Revel. @, Sacrifice Revel: Put = Pygmy Troll i SE ieee on +1/+1 counter from Spike Weaver: Put a -+1/+1 counter on tatget creature. <. 
east tokens into play, where K is the number of counters on Midsummer Revel, = ar each oreature that blocks it, Pygmy Troll gets +1/4+1 until end of tum, ie 4 +1/+1 counter from Spike Weaver; Creatures deal no combat damage 
reat these tokens as'3/3 green creatures, = Renenerate Pygmy Troll v1 ; ibis tum. 0/0. 
Might of Gaks I Ro Oe L = Babi Wolverines Sf Ces} 86S@e X Spike Worker 86.0 2p SH 
__ Target creature gets +7/-+7 until end of turn. aes For each creature that blocks i. Woherines ges 1/41 until end of turn, 4/4. Worker comes into play with two +1/-+1 counters on it @, Remove a +1/+1 
Mirri, Cat Warrior Sk Rw 6 Ks Spirit |e om LG4th th Gt Counter ffom Worker: Put a +1/+1 counter on target creature, 0/0. 
_ Miri, Cat Warrior counts as'a Cat Warrior. First strike. forestwalk. 2/3. @: Target creature loses flying ability until turn ends. 3/2 = st . Be SH 
Lies rence Renta Gewth = SR CO uormen ; D4 
uring your upkeep, you may look at the top three cards of your library and put = Search your library fora basic and card and put it into play, tapped EN os ae Z 
them baok in any order, : 3 EC D sesee 2 peace During your upkeep, you may put a fungus counter on target nontoken creature. 
Mongrel Pack S Res &@ ME chanted creature gains +2/-+0 and trample. When Rancor is put into a Whenever 2 creature with a fungus counter on it is put into @ graveyard, put @ 1/1 
Mongrel Pack is put into any graveyard fram play during combat, put four Hound = ravavard from play, return Rancor to owner's hand green Saproling token into play for each of these fungus counters. When Sporoge- 
tokens into play, Treat these tokens as 1/1 green creatures. 4/1. ? Reality Ancher INS f= ae M esis leaves play, remove ail fungus counters from all creatures. 
Mulch SOR (Ds ote eS SH = Target creature loses shadow until end of tum. Draw a card, fou bed 2 
eveal the top four hal of your library to all players. i any of those carts that = INS. U ese ape Play only on a swamp. When enchanted land: becomes tapped, destroy that land. When 
are lands nto your Hand and the est nto yout araveyan = Return any number of target cards from your graveyard to your hand. You canna Aloe putin a gevejad fram ly, eu Agee nouns had. 
Maro-Sorcerer sl aioee: See === choase mare cards than the number of black pemmanents target opponent controls. = L so oe Gib 
Has pt ee. a au to te ie ns of cards in all players’ = peetaten WS Cc @ Staking Tiger cannot be blocked by more Sr one creature, 3/2, 
hands. Cannot be the target of spells or abilities, “/°. : ipa. > Storm: Front IN OU eee 
Multani’s Acolyte Ss Ce =. ‘ Ihe p card from your waver mt c your oo i. Eg, M2 Tap target eau wth thing 
chi. Bi CASI in, ee card. 2/1 ui Skiayour dew phase, Whenever you play.a card, draw a card. During your discard. : tite SMR Ce Se LUR Ath oth Et 
Seuitan = Presence = phase, choose’ and discard all but two cards = Target player gains fe. 


Whenever a spell you play is countered, draw a card, 
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KIND: CR RATING COST SETS FOUN 


Summer Bloom SOR - ¢@ VS.8th 
You may play up to three additional lands this turn. 
Survival of the Fittest EN se EX 


® Choose and discard a creature card: Seare’ your library for a creature card, 
reveal that card to all ayes in put it into your hand. 
N 

















ee0e ie. 7 
Two target creatures each get +2/+2 until end of turn. 

‘empting Licid 8¢ ae, Se § 
, &: Licid loses this ability and becomes a creature enchantment that reads “All 
creatures able to block enchanted creature do'sa” instead of a creature, Move Lici 
onto target creature, You Ty pay  to.end this effect. 2/2, 

Thicket Basilisk oe MM LURA OIE 
Any Mh -wall creature ane or blocked by Basilisk is destroyed at end of com- 
bat. 

Titania's Boon SOR ~ 6-88 2 
Put a +1/+1 counter on each creature you control 

Titania's Chosen N 0 2 
Cees player successfully casts'a green spell, put'a +1/+1 counter on C 
sen. 1/1. : 

Trained Armodon Nh se £2e TMéth = 
3/3. 

Tranquil Grove EN Rosse am WLet 
i @: Destroy all other enchantments 

Tranquility SOR C sss am LURAtSth Eth, 
Destroy all enchantments in play. 

Treefolk Mystic St oo Of U 
Whenever a creature blocks or is blocked hy Treefoik Mystic, destroy ail 
enchantments on that creature. 2/4, 

Treefolk Seedlings 8 s* d 
Seedlings has toughness equal to the number of forests yi 

Treetep Rangers SC @ UZ 
Rangers cannot be blocked except by creatures with flying. 2/2. 

Trumpeting Armeden = SC. — 68 TM 
@-@: Target creature blocks Trumpeting Armadon this turn if able, 3/3. 

Uktabi Granguian Se - 6d VS.6th 
When Uxtabi Orangutan comes into play, destroy t tee artifact, 2/2. : 

Uktabi Wildeats SC Rw &m@ MG.6th 
“is number of forests you have. #, Sacrifice a forest: Regenerate. “/* 

Unseen Walker Nh - | @2 MG.6th 
Forestwalk, @ea@@: Target creature gains forestwalk until end of turn. 1/1. 

Untamed Wilds SOR os LG.4thbth,6th 
Search your library for one basic land and put it in play. 

Venomous Fangs & ee oe Z 
Whenever enchanted ‘creature successfully deals damage to a creature, destroy 
that creature. 

Verdant Force SS Ros S2ee r M 


luring each player's upkeep, put a Saproling token into play. Treat this token as a 
/1 green creature. 2/7 
Verdant Touch SOR | «Ph! SH 
Buyback @». Target land becomes a 2/2 creature permanently, 








Verdigris INS ae SO Mi: 
estroy target artifact 
Verduran Enchantress SC sid Oe — LURAHOtHEth 
raw a card each time you cast an enchantment. 0/2 
Vernal Bloom EN .- oe Z 
Whenever a forest is tapped for mana, it produces an additional #. 
Vitalize INS’ °C se WL8th 
intap all creatures you control 
Volrath's Gardens EN Ros oe SH 


®. Tap 2 creature you control, Gain 2 life, Play this ability as a sorcery, 
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NAME KIND CR RATING COST SETS FOUND NAME KIND =€R RATING COST SETS FOUND 
ravimaya Granger 8 Ce em : Cinder Crawler SoC ee EX 
Echo, When Granger comes into play, you may search your library-for a basie land = @: Crawler gets +1/+0 until tun ends. Play this only if Crawler is blocked, 1/2. 
card and put that land into play tapped. 2/2: + Conquer -- $82 IA.Sth.6th 
maya Sei : S tC . ake control of target land. 
Protection from artifacts, 4/4, : Convulsing Licid N Ba ee SH 
Wart SC Cs am} =  @, & Licid loses'this abilty and becomes a oreature enchantment that reads 
Trample, 6/4. = “Enchanted creature cannot block” instead of a oreature. Move Licid onto target 
ee : creature, You may pay @* to end this effect: 2/2, 
RED | : Crater Hellion SC Row Be Z 
illest ce a: cha, When Hellion comes into play, it deals 4 damage to each other creature. 6/6. 
bout Face NS coe) : Craven Giant 0 & ve 
Switch target creature's power and toughness until end of turn, Effects that alter: raven Giant caniat block 4/1. 
the creature's power alteriits toughness instead, and vice Versa, this turn. = Crimson Hellkite g an eeee + MG Bth 
cidi¢ Soil SOR 'e 2@ WZ: lying. $%,<: Do X damage to target creature. Spend red mana’only, 6/6, 
Acidic Soil deals 1 damage to each player for each land he controls, = Grown of Flames C f- © 
Acther Flash Hl ss 6-208 WL6th = @: Enchanted creature gets +1/-+0 until end'of tum. @a: Return Grown of 
When any creature comes into play, Flash deals 2 damage to that creature, 3 ames to owner's hand 
ftershock : SOR + 28@ TM = Deadshot SOR < ee M 
Destroy target artifact, creature, or land. Aftershock deals 3 damage to you. = Tap target creature, It deals damage equal to its power to another target creature. 
mok ida ouae ora N Ne ve SH £ Destructive Urge C me ee 2 
iscard a card at random: Put a +1/+1 counter on target creature, ? Whenever enchanted creature successfully deals combat damage to a player that 
ee So C+ ee HLBtH = player sacrifices a land. 
iest strike, 2/8, = 
; ; + Defender of Chaos SC 6@@ L 
Anaba Shaman SC oe ae ALG rotection from white, You may play any time you could play an Instant: 2/1. 
©, &: Do | damage to target creature or player. 2/2. 2 Disorder SOR = se 
Anarchist ah se Ci oe KY isorder deals 2 damage to each white creature and each player who controls a 
When Anarchist comes into play, you may-retumn target sorcery card from your = white creature 
graveyard to your hand. 2/2. z Dizzying Gaze . fC i @ | 
Ancient Runes Nh Us ae jonas TM = Play Dizzying Gaze only'on a creature you control: Enahianted creature deals 1 
During each player's upkeep, Ancient Runes deals 1 damage to that player for damage to target creature with fying 
= each artifact he or she controls } Dromosaur cS te &@ i 
ct a oh eS Whenever Dromosaur blocks or becomes blocked, it gets +2/-2 unt end of tm, 2/2. 
uring pach player's diseard phase, Antagonism deals 2 damage to that player = Duct Crawler SC we 
Be hse oe of his opponents was sucoessiuly dealt damage that turn. 2 4@: Target creature cannot block Duct Grawler this turn. 1/1. 
; se sre ; " om ee 2098 ™ : Earthquake SOR Rowe RO LURe4thLGth 6 
: ‘emove all parmanents from the game, Discard your hand. Do X damage to al! players and inon-fiying creatures in play, 
: Are Lightning SOR 6 6S UWL = Electryte SC “ ee Z 
Arc Lightning deals 3 damage divided as you choose among any number of target : Whenever Elestyte successfully deals combat damage to defending player, Elec- 





tryte deals damage equal to fs power to each blocking oreature. 3/3, 





vq/E-Wels) late 





Avalanche Riders S Us &@ UL 
he Riders is unaffected by summoning sickness. When Riders comes 











Waiting inthe Weeds SOR re LL. MG.6th lay, destroy target land. 2/2 

ach player puts a 1/1 green Cat token into play for eaoh of his untapped forests. : Balduvian Barbarians SC Cw pee WABth 
Wall of Blsssoms SC see OD Heise” jane 

When Wall of Blossoms comes into play, draw 2 card. 0/4 ? Balduvian Horde SCR ee eee ALGth 
War Dance EN 9 a UZ: When Horde enters play, d a card or bury Horde, 6/5.. 

During your upkeep, you may put a counter on Dance. Sacrifice Target oreature = Barbed Sliver see oe @ ™ 

gets +X/+X until end of tum, where X is the number of counters on Dance, : ach Sliver. gains “@; This creature gets +1/-+0 until end of tur.” 2/2 
Warthog N -—- €@9 . VS6th = 

Swampwalk. 3/2. : 
Weatherseed Elf NH a UL : 

@: Target creature gains forestwalk until end of turn. 1/1, : 
Weatherseed Treefolk SC Rs- 2am es 


rample. When Weatherseed Treefolk |s put into a graveyard from play, return 
Weatherseed Treefolk to owner's hand. 5/3. 





Whirlwind SOR oo Z 
jestroy all creatures with flying. 
Wild Bogs SOs ee z= 


uring your upkeep, if player has more life than any other, that player gains 
control of Wild Dogs. 2/1. 


Wild Growth fl Bl ies 2 LUR4tHIASth 6th = 
‘arget land provides an extra ® when tapped for mana 

Winding Wurm KY Cos ee ZZ: 
cho. 6/6. : 

Wing Snare SOR —- §=6@ UL : 


Destroy target creature with flying 





Winter's Grasp SOR —- fae Mi 


lestroy target land. 





Wood Elves s - o8 Eh 


When Wood Elves comes into play, search your library for 2 forest card and put 
that forest into play. 1/1. 
Worldly Tutor 














your library and put the revealed card back on top of it. 
Wyluli Wolf § ae 2 
©: Target creature gets +1/+1. 1/ 








MAGIC FACT 


4 28 INQUESTGAMERS2 


? Boi NS Us Qe TM6th 


= Bulw 


INS <2 MBBth 
Search your library for 2 creature ‘card and reveal that card to all players. Shuffle ~: 


AN, Gthoth 3 









Bedlam EN OR Lee UZ 
Creatures cannot block, 
Blaze SOR U see Portal, th, 6th 
eal X damage to target creature or player. 
Blood Frenzy INS. CG osee pe TM 


arget attacking or blocking creature gets +4/+0 until end of turn. At end of tun 
destroy that creature, 


lestroy all islands. 
Brand INS Re 2 UZ 
Gain control of all permanents you own. Cycling 2. 


? Bravado ECC ee ve UZ 


nena 










ited creature gets +1/+1 for each other creature you cantral, 














upkeep, you may fiip. a coin. Ifyou win the da +1/-+1 counter to Chaotic: 
Goo. Otherwise, remove a +1/+1 counter from it, 0/0, 


MAGIC DATA 
ARTIFACT @BLACK @ BLUE 


ART Artifact EA Enchant Artifact 
AC Artifact Creature © EC Enchant Creature 
CR Current Rarity EL Enchant Land 





EN Enchantment 
EW Enchant World 
INS Instant 





RES You 
dai t have to be a math 
major to know that get- 
ting more than you paid 
for is a good thing. Even 
an Ouphe can see how the 
numbers add up when you 
pay two mana to sacrifice 
a Vavimaya Eder with Pat- 
tern Of Rebirth on it— 
that’s two lands and a 
creature of your choice 
and an extra card to hoot! 


todd Ledilhare ts put Sati = 













Enraging Licid SoU ss 22 T™ 
@.@: cid loses this ability and becomes a creature enchantment that’ reads 
“Enchanted creature is un d by summoning sickness” instead of a’creature, 
You may pay to end this effect. 1/1 

alter C + ee ki 
Creatures without flying cannot block this turn. 

Fanning the Flames SOR, U ss  8@8@ 8 
Buyback, Do X damage to target creature or player. 

ault Line NS Ro eee Ree Zz 
Fault Line deals X damage to each creature without flying and each player. 

ervor N ee 
All creatures you control are 

Fiery Mantle El 










WLEt 










For each blecking creature, flip a coin. If you win the flip, that creature deals no 
combat damage this turn 


inal Fortune INS OR see 2e MEG 
Take afother turn. You lose the game at the end of that turn 
ire Ants SB se ee Z 


@: Ants deals 1 damage to each other creature without flying. 2/7 

















EN OR [ee . UZ re Elemental SC es see LUR 4th BE 
t upkeep, Bulwark deals 1 damage to target opponent for each card in 5/4. 
your hand greater than the number-of cards in that player's hand. Firebreathing CC ose 2 LUR 4th. MG, oth.6 
Burrowing EQ: 0; «2 @ LURAth.6th @: +) /+0. 
arget creature gains mountainwalk irefly SC U se TM 
Canyon Drake SG oR» eee TM : Flying, @: Firefly gets +1/+0 until end of turn. 1/1 
lying. &@, Discard a card at random: Drake gets +2/+0 until end of turn. 1/2... = Fireslinger SoCs ¢@ ™ 
Canyon Wildcat SL 6B, TM = @: Deals 1 damage to target creature or player and 1 damage to you. 1/1. 
= Mountainwalk. 2/1 : Fit of Rage SOR os Le WL.6th 
: Chaotic Goo SCOR ee 2ee TM = Target creature gets +3/+3 and gains first strike until end of turn 
Chaotic Goo comes into play with three +1/++1 counters on it. During your : Flame Spirit SG ase £2 IAathéth 


@: +1/+0 until end of turn, 2/3. 


C=COMMON U=UNCOMMON R=RARE 


GOLD @GREEN @RED OWHITE @LAND 


INT Interrupt 
LL Legendary Land 
MS Mana Source 





SC. Summon Creature 
SL Summon Legend 
SOR Sorcery 





i 
! 














NAME KIND CR RATING COST SETS FOUND i NAME KIND GR RATING COST Rani : QE KIND CR RATING COST SETS FOUND 






















































































































































































































































































































































































































Flame Wave SOR os Seeee SH : tnvasion Plans IN Ros ee Mogg Raider SC Gas @ M 
Do 4 damage to target player and each creature he or she: controls. { Fach creature’ blocks whenever able, Attacking player chooses how oreatures block. Sacrifice a Goblin’ Target creature gets +1/+1 until end of tum, 1/1, 

Flashtires SOR — 2@ LUR4thSth6th : Jackal Pap 8 tee : M gg Squad Ni Q +e IM 
Destroy all plains in play. $ For each 1 damage dealt to Jackal Pup, it deals 1 damage to you. 2/1. Mogg Squad gets -1/+1 for each other creature in play, 3/3, 

Fling NS Cs  O@ SH: Jagged Lightning SOR ¢s see ten Hydra Seta tLe L 
Sacrifice a creature: Fling deals damage equal to the sacrificed creature's power Lightning deals 3 damage to target creature and 3 damage to another creature. Se Put a +1/41 counter on Hydra <4; Remove all +1/+1 counters from 
to target creature or player. : Jokuthaups SOR R ss eee IASth6th ydra: Hydra deals 1 damage to target creature or player for each +-1/-+1 counter 

Fiewstone Blade El * @ SH = Bury all artifacts, creatures, and lan + removed this way. 1/1, 

@ Enchanted creature gets +1/-1 until end of tum. } Keeper of the Flame SC ° ae \ ? Monstrous Hound SC ase Se x 

Flowstene Food SOR - 82 EX ¢ @. &: Keeper of the Flame deals'2 damage to target opponent. Play this ability + Cannot attack unless you control more lands thar) defending player. Cannot block 

yback—Pay 3 life, Discard a card at random. Destray target land, : only if that opponent has more life than you. 1/2. } unless you control more lands than attacking player. 4/4. 

Flowstene Giant gl aes, eee TM : Kindle INS eco M ¢ Mountain Goat SOL Ch ase é IASth.6th 
@ Flowstone Giant gets +2/-2 until end of tum. 3/8. ? Kindle deals to target oreature or player an amount of damage equal to 2 plus the ountainwalk. 1/1. 

Flowstone Hellion NH oo OS SH = number of Kindle cards in all graveyards : No Quarter EN OR ss Be M 

lowstone Helion is unaffected by summoning sickness, @; Flowstoné Hellion.  : Last-Ditch Effort NS ee @ iL Whenever any creature blocks or is blocked by a creature with lesser power, 
gets +1/-1 until end of turn. 3/3. ? Sacrifice X creatures. Last-Diteh Effart deals X damage to target creature or player. destroy the creature with the lesser power. 

Fiowstone Mauler 8 ove Qe SH = Lava Axe ‘| SOR oo ee L ith of Mages EN * ee x 

rample, @ Flovstone Mauler gets +1/-1 until end of turn, 4/5 Lava Axe deals 5 damage to target player. : ring eech player's upkeep, if that player has less life than target opponent. he or 

Flowstene Salamander SC 6 BOS ? Lay Waste SOR oC Se 2 } she may have Oath deal 1 damage to that opponent. 

@: Stamander deals 1 damage to target creature blocking it. 3/4, + _ Destroy target land. Cycling @. : Ogre Shaman SC Res See x 

Flowstone Shambler St + ee SH 3 Lightring Blast INS oo «OO TM6th } — ®, Discard a card at random: Deal 2 damage to target oreature or player. 3/8, 
@ Flowstone Shambler gets -+1/-1 until end of turn. 2/2. {Lightning Blast deals'4 damage’to target creature or player. : Okk st ” £e Z 

Flowstone Wyvern SS Rs @@e : Lightning Dragon 8¢ w-) 6 2O8 Z } —Okk cannot attack unless a creature with greater power also attacks. Okk cannot 
Flying. @b: Flawstone Wyvern gets +-2/-2 until end of turn. 3/3, ¢ ~ Fying: echa, @ Lightning Dragon gets +1/-+0 until end of tum. 4/4. : Hock unless a creature with greater power also blocks, 4/4. 

Furnace Brecd Sl (hea >< X ightning Hlemental SCs 6<@@ MM = Gnslanght EN @ X 
@ Target creature cannot be regenerated this turn. 3/3. htning Elemental is unaffected by summoning sickness. 4/1. t Whenever you successfully cast @ creature spell, tap target creature. 

Furnace of Rath fl Rowe Peee h i $6.0) = 2ee | : Bpportunist Siu. Utes ee M 

jouble all damage’ assigned to any creature or player. { — @ Opportunist deals 1 damage tu target ereature that was damaged this turn, 2/2. 
Furnace Spirit gi Oise Ze § Sb, aba Be X = Qreish Artillery SC oe = MS LUR ACH Sth 
‘umace Spit is unaffected by summoning sickness. @: Furmace Spirit gets jom: Mage il-Veo deals 1 damage tovtarget creature or $  @: Does 2 damage to any target and 3 damage to you. 1/3, Misprint: Alpha ver- 
+1/+0 until end of tun. 1/1. 2 sion lists casting cast as < @ 

Gamble SOR se @ Z : Oreish Oriflamme IN U s+ @@ LULR 4th 5th, Bt 
Search your library for @ card and put it in your hand, Discard a card at random, $ All of your attacking creatures gain +1/+0 during your attack. Misprint: Alpha 

Ghira Fire-Eater 8¢ She Qe : version lists casting cost as “i @ 
€@> Sacrifice: Fire-Eater deals damage equal to its power to target creature or : Gutmanenver NS UU xe Z 
player, 2/2. ? {target blocked creatures deal combat damage to defending player instead of to 

Ghitu Slinger SH —- 22 blocking creatures this turn. 

Echo. When Slinger comes into play, it deals 2 damage to target creature or 1 SC Rew @e M 
player. 2/2. qual to the number of tapped lands target opponent controls. */3. 
hita War Ery Ef ps 2e ium NR §6@@ x 
__ & Target creature gets +1/-+0 until end of tur. Whenever any oreature comes into play, that creature's controller may choose to 

Giant Strength iy —- @2 UG,4th,Sth.6th. TM 2 have it deal damage equal to its power to target creature or player. 

Make target creature -+2/+-2 Parch iS Ce €@ L 

Goblin Bombardment —E «- ¢2 M > Choose one—Parch deals 2 damage to target creature or player; or Parch deals 4 
Seorifice a creature: Bombardment deals 1 damage to target creature or player. 3: damage to target blue creatures. 

Goblin Cadets g * @ ‘axysm oo De X 

enever Cadets blocks or becomes blacked, opponent gains control oft. 2/1. uring the upkeep of enchanted creature's controler, reveal the top card of that 

Goblin DiggingTeam «= SCG st 2 OKAth.6th ¢ player's litrary. If that card is a land, destroy enchanted creature, Otherwise, 
®: Sauiifice Digging Team to destroy target wall, 1/1. : = enchanted creature gets +8/+3 until end of turn. 

Goblin Elite infantry St “ be MG.6t : Pillage SOR wee 2S ALBtt 
if Infantry blocks or is blosked, it gets -1/-1 until end of turn, 2/2. f jury target artifact or land. 

Goblin Hero SCs staat. oe OK Sth. rice of Pregress NS oo =| «LHS x 
2/2. gal 2 damage to each player for each nonbasic land he or she controls, 

Goblin King SCrayiRaee PSS — LURAH BINGE Stains Pe 
All Goblins gain mountainwalk and +1/+1. 2/2. t bi gets +1/+1 until end of turn. 1/1. 

Goblin Lackey Ni ate 2 ncy EN oo 2ee 
Whenever Lackey successfully damages a player, you may choose a Goblin card i >, Discard a card at random: Pyromancy deals to target creature or player 
your hand and put tt into play. 1/1. damage equal to the total casting cost of the discarded card 

Goblin Matren sl , 06 6S yrotechnics SOR o~- §6=6h LG.4th.Sth, Bt 

hen ie Matron ns into ai youl may ae ‘ne ey for 2 Goblin 5 : 0 4 damage divided any way ae any number of targets. 
card, If you do, reveal that card and put it into your hend. 1 : = healers : Rack and Ruin ‘ o ee L 

Goblin Medics SO Ges 2e@ LE I hawe a Humility it play and | cast : two target artifacts. 

Whenever Medics becomes bel it deals 1 damage . at creature or 1 : | Opalescence. My Humility wants toremowe — ; Raging Goblin ; sot. ~@ ; eX6th 

Goblin Offensive ze Lee : oe rit ity & : aging Goblin Is unaffected by summoning sickness. 1 A) 

Put X 1/1 red Goblin tokens into play. : Hea i Na de ae ey 1 SOE; ? Rain of Salt SOR ¥s See iz 

Goblin Patrol SC cciia baaeee @ his 3 B! Fn if any more. : astray two target lands. 

Echo. 2/1, : | What happens? ? Rathi Dragon CS R= gee iM 

Goblin Raider } St se Le Zt t ae When Rathi Dragon comes into play, sacrifice two mountains or sacrifice 
Cant ck 2/2 : The Humility turns itself and all other =. '" box 5% 

Goblin Recruiter Nit ~- £2 VSeth = = ayes = : Ravenous Baboon St ve oe K 
When Recruiter comes into play, search your library for any number of Goblin cr ea tures into 1/ ds with no abilities. At this = When Baboons comes into play, destroy target nonbasic land. 2/2. 

Goblin Spelunkers S Ct @e | point, it doesn’t regain its ability; that would Raz SR Coe 8 Z 
Mountainwalk. 2/2, : | greate an infinite loop. lEditor’s note; Bieae) : ‘the time you play Rave, sacrifice a land, Destroy target land. 

Gebiin War Buggy NY Co) | 6S oes coursell : Reckless Embermage SO ~- ¢e MGB 

cho, War Bupay is unaffacted by summoning sickness. 2/2 : = = z :: 5 @: Mage does 1 damage to any target and 1 damage to itself, 2/2. 

Goblin Warrens AW Rw) 62S FE.Sth.6t : Reckless Ogre SC Ce | 6 6@e X 
& @: Sacrifice two Goblins to put three 1/1 red Goblin tokens into play. agmasaur So 2 see ™ : f Ogre attacks and no other creatures do, it gets +3/+0 until end of tur. 3/2. 

Goblin Welder § on @ {  Magmasaur comes into play with five +1/+1 counters on it. During your upkeep, Reflexes EC ae @ 2 
@: Exchange target artifact a player controls for target artifact card in that 2) remove.a +1/+1 counter from Magmasaur, of sacrifice Magmasaur and it deals 1 Encharited creature gains first stnke. 

layer's graveyard. 1/1 damage for each +1/++1 counter on it ta each creature with flying and each entless Assault SOR owe 6S V8.6 

Granite Grip fe se ee player. 0/0. ntap all creatures that attacked this tum. You may declare an additional attack 
Enchanted creature gets +1/+0 for each mountain you control janabarbs EN aoe Se LUR 4th Sth 8th during yous main phase this turn. 

Guma SC ~- §=6@e@ Z. $= Do 1 damage to controller whenever he draws mana from any land. egade Warlord st - @2 

rotection from blue. 2/2. : Maniacal Rage @ ist strike. f Renegade Warlord attacks, each other attacking creature gets 
Hammer of Bogardan SOR owe §6=<Pee M@6th : Enchanted creature gets +2/+2 and cannot block. +1/+0 until end of tum. 3/3 
03 damage to any target. @ @e@e@: Return Hammer of Bogardan ftom your $ Meltdown SOR Us Se Z romancer So Ce ee Z 
graveyard to your hand. Use only during your upkeep. 2 Destroy each artifact with total casting cost X or less. Whenever Retromancer ls the target of a spell or ability, Retromancer deals 3 

Hand ts Hand N os 22 ? Mob Justice SOR Coss £e SH lamage to that spell or abilty’s controller. 3/3. 
instants and abilities requiring activation cost carinat be played during combat. : Mob Justice deals 1 damage to target player for each ereature you control Rivalry : tN < ee 

Havoc N . Le M 3 Mogg Assassin 8c ase 2@ uring each player's upkeen, if that player controls more lands than any ather, 
Whenever target opponent casts a white spell, he or she loses 2 life. £  @: Flip. coin. lf you win the flip, destroy target creature an opponent controls. Rivalty deals 2 damage to him or her. 3 

Headiong Rush 8 $e he Z = Otherwise, destroy target creature of that opponent's choice. 2/1 ing Thunder SOR (yee Ree M 
‘Nl attacking creatures gain first strike until end of turn : Mogg Bombers C Cs | 6S SH ‘olin Thunder deals damage divided any way you choose among any number 

Heart Sliver SG, 10 se eS M =. Ifany other creature comes into play. sacrifice Moga Bombers and it deals 3 dam _of target creatures and/or players, 

Nl Slivers’are unaffected by summoning sickness, 1/1. 2 age to target player, 3/4 Raination ; SOR Ro ~@@ g 

Heat of Battle N Us @@ SH } Mogg Conserigts Ste @ M estroy all nonbasic lands. 

Whenever any creature blocks, Heat deals 1 damage to that creature's controler, ; Mogg Conscripts cannot attack unless you have successfully cast a oreature spell  Rumbling Crescendo —_ Ell eS see mf 2 

Heat Ray NS Cos &@ Z this tum. 2/2 uring your upkeep, you may put @ counter on Crescendo. @, Sacrifice: Destroy 
Heat Ray deals X damage-to target creature, } Mogg Fanatic Co, 8 MM up to X target lands, where X is the number of counters on Crescendo. 

Hulking Cyclops SoU te Se Wseth = Sacrifi ic: Fanatic deals 1 damage to target creature or player. 1/1 : Sabertooth Tiger Ni -  @@ (Ath Bt 
Hulking Cyclops cannot block. 6/5. fog iS ie thea ee sy = _ First strike. 2/1 : oe 

i iMicit Auction SOR R= @@e@ MG.6th $ Mogg Flunkies cannot attack or block during a turn In which no other creature you } Sabertooth Wyve so a ee K 
Choose target creature: Each player may bid life for control of that creature. Auc- ? control attacks or blocks. 3/3. : fi 

‘| tion ends when the high bid stands. High bidder loses life equal to the high bid } Mogg Infestation SOR Rew Bee sy i San N $C -—- ae M 
and gains control of the creature : ‘roy all eatures target player contos, Fr each oreature put ino any grave- ¢ _ ist strike. @ Sandstone Warrior gets +1/-+0 unti end of turn. 1/3: 

| impending Disaster EN, sR. s* Le [eee ¢ way, put two Goblin tokens into play under that player's control. Treat : Seald EN Se ve 2 

7 During your upkeep, of there are seven or more lands in play, sacrifice Impending these tokens as 1/1 red creatures. ? Wherever a player taps an island for mana, Soald deals 1 damage to him, 
Disaster and destroy all lands. { Mogg Maniac SCL eee £e SH: Seal ding Salamander = SC ” 2e “K 

Inferno NS Ross @@@—— DKANSINEtn 3 Whenever Moog Maniac is dest damage, deals an equal amount of damage to; Sealdng Salamander deals 1 damage t each eatue without flying defend; 
Do 6 damage to all players and all creatures. : _targetvopponent. 1/1. > ing player pile ae ability only if Scalding Salamander is attacking an 

_ only once each tum, 2/1. 
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NAME KIND CR RATING COST SETS FOUND a) NAME KIND CR RATING COST SETS FOUND 
id SU Oe ab) ee ee Z : Brilliant Here ECC sss ie UZ 
Eoho. 4/3. t Creature gets +1/+2, When Halo is put into a graveyard, return it to owner's hand. 
Viashing Runner SU uo Se 7 : Burst of Energy INS es * 
: Runner cannot be blocked by only one creature, 3/2, s Untap target permanent. 
: Washino Sandseeut SC. 1G; == Pe L 4 Calming Usid SC Go De SH 
3 Unaffected by summoning sickness, At end of turn, return to owner's hand. 2/1, = 3%, &: Becomes a creature enchantment that reads “Enchanted creature cannot 
Viashine Sandswimmer — S| R ve 280 Z : attack.” Move Lioid onto target creature, You may pay 2 to end this effect. 2/2 
‘@: Flip a coin. If you win the flip, retum Sandswimmer to owner's hand. Othe- : Castle EN oo Oe LUR4th.th.6th 
y We eae seid oe : Eve ; : : ack untapped creatures Situs Attackers ae get this bonus. 
RATI Viashine Weaponsmith *° t Gataclysm seene IRM 
NAME KIND GR RATING COST SETS FOUND Whenever a creature blocks it, eeponsmih ges +2/42 until end of tum, 2/2. Each player chooses from the permanents he or she controls an artifact, a orea- 
Scorched Earth SOR Rew se yy, | Mashine Warrior 8 Be MG\6t B ture, an enchantment and a land and sacrifices the rest. 
jose and discard X land cards: Destroy X target lands. Oe i ; Celastrophe SUR Aste eter Ms 
Senta Wind SOR L@ 7: Volcanic Dragon «oe. ete £2e MG.6U Destroy all lands or bury all creatures, 
tng Your upkeep fp @ coin. you lose turn Wurm to opners hand 7/7. Fiying. Volcanic Dragon is unaffected by summoning sickness. 4/4, Celestial Dawa EN ore Gis MG.6th 
Soci fw &@ 7 ; Volcanic Geyser ; INS Use Seem MG6 All non-land cards you OWN are white. All lands you control are plains. All colored 
ye sty target atact. Cyeling &®. Voleanic Geyser deals'X damage to target creature or player. mana symbols on all of these cards and permanents are 3 
Searing Tauch WSU ss e 


Pat vi hadi ag) “y ] aes to ae creature or player. : K. I LLE = oO M 4 oO = 


juyback @. Target creature gets +3/+0 until end of turn. 











Seismic Assault i Rs) @Oe x 
Choose and discard 2 land card: Deal 2 damage to target creature or player. y nc 
Shadowsterm SOR U @ M 1 
Shadowstorm deals 2 damage to each creature with shadow, We here at 10 
Shard Phoenix SCR sess Gamer are ail for hurling 


lying. 4: Put Shard Phoenix into. your hand. Use this ability only if 
ioenix is in your graveyard and only during your upkeep. Sacrifice Phoenix: 
Shard Phoenix deals 2 damage to each creature without flying. 2/2. 





live animals at our foes®, 
and fortunately, it’s legal 










































































































































































Shatter INS GC see i LURATHIASIGTM with the Bloodshot 
estroy target artifact ee 
shattering Pulse NS Cs ee x Cyclops. To manimize your 
uyhack @. Destroy target artifact. sacrifices, put a littie 
Sha’ terstorm i.) SOR Re ee AQR.Sth, 8th juice into those critters 
y all artifacts in play. a ay 
Shiv's Embrace C Ue see Z first with the ivy Seer. 
Creature gets +2/+2 and Hig Stein gets +1/+0 until end of turn Everyone ready now? Pull 
elikite - 822 Z 
ying ry Hellkite deals 1 damage to target creature or player, 5/6. *The stait of [n@vestin no way 
wer “Wen Peni is put C a pase en pan it to owner's hand, 3/4. eundones We Nuplign at Wie ant: 
Shivan Raptor s i 7 mals. Except sea monkeys. 
irst strike; echo. Raptor is unaffected a ‘summoning sickness. 3/1. 
Shack NS Gs 2 SHEth 
Shook deals 2 damage to target creature or player. ; 
ae SCR se | ae M z 2 z 5 
f Shocker damages any player, thet player discards his or her hand, then draws a = . : : 
new hand of as many cards as he or she had before. 1/1 Vug Lizard : SS Us ee Z ; Cessation C Cs Ge I 
Shower of Sparks NS Ce 2 ee, Echo. Mountainwalk. 3/4. ; : Enchanted reature cannot attack. When Cessation is put into a graveyard from 
Shower deals 1 damage to target creature and 1 damage to target player. : Wall of Diffusion SC Ce ee M i play, return Cessation to oviner's hand 
Sluggishness cf ss Le i: Wall of Diffusion can block creatures with shadow, 0/6, i Change of Heart Lipa ets * SH 
veature cannot block. When Slugaishness is put into graveyard from play, retuin : Wall of Fire SC U s+ B= LURAth.Gth th $ Buyback <, Target oreatire cannot attack this turn 
Slugaishness to owner's hand. Pam: +1/40. 0/6. q : Sharging Paladin SCC. * Bx x 
ack N - SO 7 : Wall of Razors S Us #@ SH ? ff Charging Paladin-attacks, it gets +0/-+3 until end of turn. 2/2. 
@: Choose a creature card from your hand and put it into play. The creature is = Fist strike, 4/1. : oP: Black Seat ae @xe  BURATHIASH ETM 
unaffected by summoning sickness. At the end of turn, sacrifice the creature,  : Wild Wurm so ou. se Mt @: Prevent all damage to you from one black source. 
Sonic Burst NSC see | ge When Wurm comes into play, fip a coin, Ifyou lose, return Wurm to your hand. 5/4, : CoP: Blue NG se) Be LURATHIA SIEM 
iscard.a card at random: Burst deals 4 damage to target creature or play : Wildfire ; SOR Res som Z : __ @: Prevent all damage to you from one blue source. 
Spelishock N ae 2e x + Each player sacrifices four lands, then Wildfire deals 4 damage to each creature : CoP: Green NC ses -@ae — LURATHIAStHEtHTM 
When a player casts a spell, Spelishock deals 2 damage to him or her. e : ; doe el all damage to i from one green Boi CART NGO 
Spitting Drake 8 * se V86th 3 > CoP: Re cons | " 
Wie. @: +1/+0 until end of turn, Use only once per turn, 2/2 : WL : _ _&& Prevent all damage to you from one red source. 
Spitting Earth OR oe MGéth : oP: Shadow NG se ae M 
Jo damage to 2 creature equal to number of mountains you control : Absolute Grace NU ses Bae JZ : _@: Prevent all damage to you from a creature with shadow. 
Spitting Hydra sc oo 3ee SH : All cteatures gain protection from black. t CoP: oe Coss ae LURATHIASIHELTM 
iydra comes into play with four +1/-+1 counters on it. @9@, Remove a +1/+1 : Absolute Law EN see ae Z $ Prevent all damage to you from one white source 
counter from Hydra: Do 1 damage to target creature. 0/0. All creatures gain protection from red. Clear NS soo ake Z 
Starke of Rath SL Rows) HOS Advance Scout SC 0 hae Mi: lestroy target enchantment, Cycling @. 
©: Destroy target artifact or creature. That permanent's controller gains control First strike ae Tarnel creature mains first strike until end nf turn 1/1 i Bleray en-Vee SCC es Bae M 
Starke of Rath permanently. 2/2. ; Aliay NSC) ee o* Kt @: Prevent 1 damage to any creature or player. 1/1, 
Steam Blast SOR «- 8 Z uyback <3. Destroy target enchantment } Gloudchaser Eagle SC Gs) Be M 
Hast deals 2 damage to each creature and player. Angelic Blessing SOR 0 see Be X 3 lying. When Eagle comes into play, destroy target enchantment. 2/2. 
Stone Rain SOR C se @@ LURATHIANGSBHTM arget creature gets +3/+3 and gains flying until end of turn : Gengregate $ sre OK Z 
jestroy any one land ngelic Curater SC - Pe L arget player gains 2 life for each creature in play. 
Stun NS , ee M lying, protection from artifacts. 1/1. : Contemplation Nf see pee SH 
arget oreature cannot block this turn, Draw a card Angelic Chorus N OR oe ee Z : — Whenever you successfully cast a spell, gain 1 life 
Sudden Impact NS - 2 M When a creature comes into play under your control, gain life equal to its toughness, $ Convalescence EN oo @* x 
Sudden Impact deals 1 damage to target player for each card in his hand. ngelic Page SCC ae Z : uring your upkeep, if you ee 10 or less life, gain 1 life. 
Sulfuric Vapors A - §=63@ iZ lying, 8: Target attacking or blocking creature gets +1/++1 until end of tun. 1/1. = Conviction Cos ae iN 
Whenever any red spell deals damage, it instead deals that amount of damage ingelic Protector st oo GO M 3 _ Enchanted creature gets +1/- ma 3%: Retum Conviction to owner's hand. 
lus 1. _ Flying, If Protector is target 0 4 spel or ait, it gets +0/-+3 until end of tun 2/2. ¢ Crusade N Risse aieale LUR 4th Sth.6t 
Talraum Minetaur S Ce @@@ MG6th : Animate Wall C OR * LURAthSthGth 3 All white creatures gain +1/+1. 
alruum Minotaur is unaffected by summoning sickness. 3/3. : arget wall may now attack : D’Avenant Archer SC Ce Qe LG.CH.Sth.6u 
Tahngarth’s Rage i} a @ Mi Aneint NS eee * Mi: ©: Do 1 damage to target attacking or blocking creature. 1/2. 
ff enchanted creature is attacking, it gets +3/+0. Otherwise, it gets -2/-1, : juyback <>. Prevent up to'3 damage to any creature, } Daraja Griffin 8 Oe VS.6t 
Thundering Giant SC oe See 7 : Archangel Ni so GEE VS6th : lying. Sacrifice Daraja Griffin: Destroy target black creature, 2/2. 
ant is unaffected by summoning sickness, 4/3 i Fiying. Attacking does not cause Archangel to tap. 6/6. i Defender of Law SC oC te Bae 
Tooth and Claw N 2 se Mm i Ardent Militia SG se ee WLGth : rotection from red. You may play Defender any time you could play an instant. 2/1. 
Sacrifice two creatures: Put a Carnivore token into play, Treat this token asa 3/1 i , Attacking does not cause Ardent Militia to tap, 2/5, ; Devout Harpist SUG ae * 
red creature, : Armageddon SOR R cee Ge LUR4th Sth Eth 3  — &: Destroy target creature enchantment. 1/1 
Torch Song N coe 2@ ra estray all lands in play. : Defensive Formation fi ae * Z 
uring your upkeep, you may put a counter on Song, @2@%, Sacrifice: Song deals : Armor Sliver = SC 6G TM = You always choose how creatures attacking you deal combat damage, 
X damage to target creature or player, where X is the number of counters on Song = ach Sliver gains "22s: This creature gets +0/4+1 until end of turn.” 2/2, 3 Disciple of Grace SC Be IZ 
Tremor SOR ° 2 VSoih ; Armored Pegasus SC * De TM6th rotection from black: Cyoling @, 1/2 
remor deals 1 damage to each creature without ‘lying : lying. 1/2. : Disciple of Law 8 - De UZ 
Vertigo NS - @ last); Aurateg St a be TM : rotection from red. Cyeling @. 1/2. 
a 2 damage to target flying creature, which loses flying this turn. : Sacrifice an enchantment: Auratog gets +2/++2 until end of turn. 1/2 : Disenchant INS G seeee  @bae LURGRIAMBSBRTMUZ 
Viashino Bey $C . 22e | : Avenging Angel SCR see Ga ae TM: estroy target enchantment or artifact 
When Viashino Bey attacks, all creatures you contral attack if able, 4/3, : Tying. If Avenging Angel is put inta any graveyard from play, you may put Aveng- i Divine Transformation EC on Q** LG.4th.5th.6th 
Viashino Cutthroat SC -—- 222 $ __ ing Angel on top of owner's library, 3/3, : arget creature gets +3/+3. 
Viashina Cutthroat is unaffected by summoning sickness. At end of tun retun  : Bandage INS + * SH : Ekunds Griffin Sn sd MG.6th 
Cutthroat to owner's hand. 8/3. 3 revent 1 damage to any creature or player. Draw a card. : lying. first strike. 2/2 
Viashino Heretic SoU @@ : Blessed Reversal INS Room eae UL : Elite Archers 80 * o* Z 
© @, ©: Destroy target artifact. Viashino Heretic deals to that artifact’s : Gain 3 life for each creature attacking you i ®@ Elite Archers deals 3 damage to teget attack or oe creature, 3/3, 
controller damage equal to the artifact's total casting cost. 1/3 : : Elite Javelineer sc ¢ M 
: : If Javelineer blocks, it deals 1 damage to target dee creature. 2/2 
AGIC FACT | ae = 
Mi o ! ms _|_ MAGIC DATA C=COMMON U=UNCOMMON R=RARE 
\ creature permanents ee _____— 
eee |) 06 ARTIFACT @ BLACK © BLUE GOLD @GREEN @RED OWHITE @LAND 
a TU arse OTe SIE CET MAAS inbas DIOR era ROT INN Feb gate eS 
ART Artifact EA Enchant Artifact © EN Enchantment INT Interrupt SC Summon Creature 


AC Artifact Creature © EC Enchant Creature © EW Enchant World LL Legendary Land SL Summon Legend 
4q = 8) INQGUESTGAMERS2 CR Current Rarity EL Enchant Land INS Instant MS Mana Source SOR Sorcery 
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Enlightened Tutor INS one MG6th : Opal Acrotith N wee Qe Z : Radiant, Archangel SL aces IE L 
Search your library for an artifact or enchantment card and reveal that card to el ©: © Whenever an opponent successfully casts a creature spell, if Acrolith is en enchant- $ Flying. Counts as an angel. Attacking does not catise Radiant to tap. Radiant gets 
players, Put the revealed card back on top of your library. 3 iment, & becomes a 2/4 Guardian creature. @e: Acrolth becomes an enchantment. : — +1/-+1 for each other creature with flying in play. 3/3. 

Erase INS Coser : Opal Avenger ” Oe L : Radiant's Brageons SC once Be L 
Remove target enchantment from the game i en you have 10 life or less, Opal Avenger becomes a 3/5 creature that counts ¢ —  Eoho. When Radiant's Dragoons comes into play, gain 9 life. 2/5, 

Ethereal Champion 8 coe UR EE MGGth } aS. guardian. ? Radiant’s Judgment INS Cocos ae 
Pay 1 life: Prevent 1 damage to Etheveal Champion. 3/4, i Opal Archangel N oo ex 7? Destroy target creature power 4 or greater, Cycling 

Exalted Bragen SI ae Ge X % When one of your opponents successfully casts a creature spell, Archangel 3 Reaping the Rewards — INS. 2 x 
Flying. Each turn, Exalted Dragon cannot attack unless you sacrifice a land. 5/6. + —— becomes a 6/6 flying Angel. Attacking does not cause Archangel to tap. t —— Buyback-Sacrifice a land. Gain 2 life, 

Exile INS seco Al6th : Gpal Caryatid Coe * 7 : Reconnaissance N oe EX 
Remove target non-white attacker from game. Gain life = toughness. : an one of your opponents suocessfully casts @ creature spell if Caryatd isan Remove target attacking creature you control fiom combat and untap it. 

Expendable Troops 8 oe UL + enchantment, Caryatid becomes a 2/2 Soldier. i Redeem NS ° ee 
©, Sactifice: Expendable Troops deals 2 damage to target attacking or blocking =: Opal Champion N . Be L = Prevent all damage to one or two creatures, 

_oreature ant. { When one of your opponents suocessfully casts a creature spell, Opal Champion ; Regal Unicora Seabee e Portal. Sth. 6t 

Faith Healer 8 w De Z 3 becomes:a 3/8 creature with first strike that counts as a knight. pees et 
Saorifice an enchantment: Gain life equal to the enchantment’s total casting cost: 1/1. : Qpal Gargoyle Welt ax 7 ? Remedy IS oe 4 VS.6¢ 

Field af Souls so ORK M$ — When one of your opponents successfully casts @ creature spell, If Gargoyle is an Prevent up to 6 damage to’any numbers of creatures and/or players, 

Whenever a non-token cteature is put into your graveyard from play, put an { enchantment, Gargoyle becomes a 2/2 flying Gargoyle. } Remembrance NR eee ae Z 
Essence token into play. Treat as a 1/1 white creature with flying. } Opal Titan N coe DEM 2: Whenever a nontoken ‘creature you control is put into a graveyard, you may search 

Flickering Ward 400 oe M = When/one of your opponents successfully casts a creature spell Titan becomes'a 4/4 3 _ your library for a copy of that creature, reveal the card and put it into your hand. 
When you play Flickering Ward, choose enor, Enchanted creature gains rotee- creature with protection from each ofthat spells colors and tht counts as a Giant. = ‘Repentance SOR Us @* M 
tion from the chasen color. 9%: Return Ward to owner's hand. t Oracle en-Vec Ni “- ee M ? Target oreature deals to itself damage equal to its power. 

Gallantry s «- =e Mi Opponent chooses some creatures he contols During that player'snext tum, those: Reprisal NS soe OR Alt 
Target blocking creature gets +4/-+4 until end of tun. Draw a card. $ creatures attack if able, and no other creatures can attack. At the end of turn, destroy i Bury target creature with power 4 or greater. 

Gerrard's Battle Cry N ote M$ cach of those creatures that cid not attack. Use only during your tum. 1/1. } Resistance Fighter SO ol oa YS.th 
2%: All creature you contro! get +1/+-1 until end of turn, + Order of the Sacred TerehSC see SORE asthéth ¢ Secrfice: Target creature deals no combat damage this turn. 1/1. 

Glorious Anthem N se Rae Z : ®@: Pay 1 life to counter a black spell, 2/2. : Reverse Damage NS coe BE LUR4A Sth eh 
All creatures you control get +1/+1 + Orim, Samite Healer ieee ee M ? __ All:damage from any one source is instead addéd to your life total. 

Hanna’s Custody oo TM = Counts asa Cleric. @: Prevent up to 3 damage to any creature or layer. 1/3.  : Rlling Stones N soo | OE s 
Artifacts cannot be the target of spells or abilities. } Brim’s Prayer EN * Pew Mi Walls can attack as though they were not Wali, 

Healing Salve NS se) aE LUR4AHMGHNBHUZ $ — |f any creature attacks you, gain 1 life for each attacking creature, } Ro: Artifacts N Use i Z 

hoase ong—Target player gains 3 life; or prevent up to 3 damage to a target, : Hi 3: Prevent all damage to you from an artifact source. Cycling <&e. 

Heavy Ballista SC 0 ss | me WLBth > ReP: Black N os Z 
@: Batista deals 2 damage to target attacking or blocking creature. 2/3. =e g S| MI =) = = Ss $e: Prevent all damage to you fram a black source. Cycling @. 

Herald of Serra Ni coe QRH Z RoP: Blue N en Z 
Fiying: echo, Attacking does not cause Herald of Serra to tap. 3/4. : 2%. Prevent all damage to you froma blue source. Cycling 

Hero's Resolve a0 Oe TM6th + : RoP: Green EN 0 see Ge 2 

nchanted ereature gets +1/+5. : 9%: Prevent all damage to you from a green source. Cycling @. 

Hidden Retreat N coe OE : Ro®: Lands Ho ORs pe Z 

hodse 2 card in your hand and put it an top of your library: Prevent all damage i #: Prevent all damage to you from a land source, Cycling @. 

rom an instant or sorcery. H  RoP: Red NG a6) ae Z 
High Ground N cc * Xt £ —e Prevent all damage to you from 2 red source. Cycling @e. 

ach creature you control may block one additional creature, 3 : RoP; White Coss | ae 2 

HHonor Guard SCC se SH ¢ #; Prevent all damage to you from:a white source. Cycling @. 

3: Honor Guard gets +0/+1 until end of turn. 1/1. : Sacred Ground EN Reese pale SH 

Hope and Glory INS ve Sx Wh an effect controlled by any: opponent puts a land into your graveyard 

Intap two target creatures, Each of them gets +1/+1 until end of tur from play, put that land into play. 

Humble s oe | DK Sacred Guide SC aes * M 

arget creature loses all abilities and is a 0/1 creature until end of turn 9, Sactifice Guide: Rveal and remove cards from your library from the game 

Humility N aoe QE until you reveal-a white card. Put that card into your hand. 1/1. 

‘ach creature loses all abilities and is a 1/1 creature. afeguard ee GR M 
ivatian Town SOR se GH FE,Oth,6t @ ae: Target creature deals no combat damage this turn 
ut four Gitizen tokens, which are 1/1 white creatures. in play. Samite Blessing * * § 
infantry Veteran sf VS,6t Creature gains "@: Prevent all damage to any creature from any one source.” 
©: Target attacking creature gets +1/-+1 until end of turn. 1/1, Samite Healer SOC | BK LUR eth Bth.6th 

intrepid Hero SC oe BE ®: Prevent 1 damage to any target. 1/1 
©: Destroy target creature with power 4 or greater, 1/1 : Sanctum Custodian 8 oe OE 7 

invulnerability NS a iad Mi ©: Prevent up to 2 damage to a creature or player. 1/2. 

uyback @. Prevent all damage to you from one source : anctum Guardian SC so DRE Z 
iron Will NS os L Sacrifice: Prevent all damage to.a creature or player from one source, 1/4 
aiget creature gets +0/-+4 until en of turn. Cycling @. 3 Scapegoat INS Ue * 

Karmic Guide Sl Rowe Gaede he Can Powder Keg destroy token crea- Sacrifice a creature: Retun any 4 of target creatures you control to owner's hand. 
ying: protection from black; echo, When Karmic Guide comes into play, choose tures? How akout animated lands? Seasoned Marshal Na ab De 
i aouppen in your yareat and put tee into play, 2/2 : : Whenever Marshal attacks, you may tap target creature, 2/2 

Keeper of the Lig! og : Serene Offerin INS a M 
#, ©: Gain 3 life. Use only if you have less life than target opponent. 1/2 : No. Token creatures and lands have no estroy ety enchantment, Gain life equal to its total casting cost. 

Kismet Nl. Oak icahoheh : | Mate GOSt Mgt even zero——so they Cannot © = sorority IN Roe ae WLet 
All of target opponent's creatures, lands and artifacts enter play tapped. H have a converted mana cast. They will not be uring your upkeep, bury 2ll artifacts and enchantments. 

Kjeldoran Royal Guard SC Bae ASIAN destroyed hy a Powder Keg that does mot ; Serra Avatar SCR see) Gao ae 1 
©; Redirect all damage done to you by unblocked creatures this urn to Kjeléoren : GWE any COUNTERS. Avatar has power and toughness each equal to your life total. Whan Avatar Is put 
Royal Guard instead. 2/5. : : ( into.2 graveyard, shuffle Avatar into owner's library. “/*. 

Knight of Dawn Nt ore GE TM po > Serra Zealot SCC ee * Z 

irs strike. Knight gains protection ftom a color of your choite until end of tum, 2/2. ; Pacifism EC Goes eae MGTMUZ6th inst strike, 1/1. 

Knighthood EN 7 Qe UL: chanted creature cannot attack or block. } Serra’s Blessing fo ee ae WL 
All creatures you control gain first strike. : Paladin en-Vec SC I EX 2 Attacking does not cause creatures you control to tap. 

Kor Chant INS oe QIK EX $ __ Fisst strike, protection from black, protection from red. 2/2. t Serra’s Embrace Fl mee Z 

editect to target creature all damage dealt to any one creature you control ¢ Pariah EG’ Rh 2x 2s richanted oreature gets +2/-+2 and gains flying, Attacking does not cause 
from any ane source. : edirect to enchanted creature all damage dealt to you. = erichanted creature to tap, 

Lancers en-Kor SC oe | GR SH i Path of Pease SOR ae Be 2} Serra's Hymn FN Ute 7 

rample. Redirect 1 damage from Lancers to @ creature you control, 3/3. 4 jestray target creature, That creature's owner gains 4 lif ? During your upkeep, you may put a counter on Hymn, Sacrifice: Prevent up to X dam_- 

Light of Day fh oes TMoth } Peace and Quiet o ae $ age total to any number of creatures and/or players, where X is the number of counters 
Black creatures cannot attack or block. : estroy target target enchantments Serra’s Liturgy EY OR = eae Z 

Limited Resourses EN we EX ; Pease of Mind EN Use ae X = During your upkeep, you may put a counter on Liturgy. %, Sacrifice: Destroy up 

ach player chooses five lands he controls and sacrifices the rest. As ong as there i % Choose and discard a card: Gain 3 life. to X target artifacts and/or enchantments, where X is the number of counters. 
are ten or more lands in play, players cannot play lands. : Pearl Dragon SC OR ss | | @aeae MG.Gth = Shackles an cs 3 EX 
Longhow Archer SC we HK VSéth 3 ying, 3; +0/+1. 4/4. : chanted creature dogs not untap. 2: Return Shackles to owner's hand. 
inst strike, Longbow Archer can block creatures with flying. 2/2 i Pegasus Charger SC ee oe 2 } Shaman en-Kor i Ce a SH 
Marble Titan N - M = _ Flying, first strike, 2/1. ¢ —-@e Redirect 1 damage from Shaman to a creature you control. $A: Redirect 
reatures with power 3 or greater do nat untap during their untap phases. 3/3. Pegasus Refuge N p S* Mi to Shaman erKor all dealt to any one creature from any one source. 1/2. 

Martyr's Cause fl “ ae Li @, Choose and discard a card: Put a Pegasus token into play. Treat this token as ; Shield Mate 8 i * EX 
Sacrifice 2 creature: Prevent all damage to a creature or player from one source. 1/1 white creature with flying, : Szorifice Shield Mate: Target creature gets +0/-+-4 until end of turn. 1/1. 

Master Decoy St we Oe M i Pegasus Stampede SOR Uses Be X } Shimmering Barrier = SCs s+ 
%,@: Tap target creature, 1/2. : uyback—Sacrifice a land. Put a 1/ white flying Pegasus token into play. : First strike. Cycling @e. 1/8. 

Mesa Faleon N oe ee HLSth6th } Penance N oo | OE EX = Silent Attendant SC (Oe Z 
Fiying. ea: +0/+-1 until end of turn. 1/1, ; hoosa a card from your hand and put that card on top of your library: Prevent all  @: Gain 1 life, 0/2 

Monk Idealist 8 so QO 2: lamage from 2 black or red source, : Skyshroud Faleon 8 C see ae SH 
When Idealist comes into play, return target enchantment card from your grave- ; Planar Birth SOR R= @¥ 2 $ Flying. Attacking does not cause Skyshroud Falcon to tap. 1/1. 
yard to your hand, 2/2. : Put ail hasic lands from all graveyards into play under their owners’ control tapped. t Smite INS. Byrese * SH 

Monk Realist g oe ah 2 : Planar Collapse NR see aale lL: Destroy target blocked creature, 

When Realist comes into play, destray target enchantment. 1/1. : wring your upkeep, if there are four ot more creatures in play, sacrifice Collapse Soltari Champion Sb RY Ss* Qe SH 

Mether of Runes N sores i and destroy all creatures. Those creatures cannot be regenerated this turn. i Shadow, If attacking, all your other creatures get +1/+1 until end of turn. 2/2. 
©: Target creature you control gains prctection from a color of your choice until ; Presence ofthe Master —N  U s* S* Z : Soltari Crusader SC. Uses ak 1M 
end of tum. 1/1. > i Whenever a player plays an enchantment spell, counter it : Shadow, 4236: Solari Crusader gets +1/+0 until end of tum. 2/1. 

Mounted Archers SC se GK Moi Parify SOR R Bee L$ Solari Emissary SCR ce = he TM 
Can block creatures with fying. 4%: Can block an additional creature this tum. 2/8, jestray all artifacts and enchantments. i 5%: Soltari Emissary gains shadow until end of turn. 2/1. 

Nomads en-Kor 8 Ce * SH ¢ Pursuit of Knowledge N Ro cece BeBe SH + Soltari Foot Soldier SC ee * TM 
@: Redirect 1 damage from Nomads errKor to a creature you control. 1/1. Skip drawing a card: Put a study counter on Pursuit. Remove three study counters : Shadow. 1/1. 

Gath of Lieges EN Rowe hae from Pursuit, Sacrifice Pursuit: Draw seven cards : Solfari Lancer SC Cs) | 6 ™M 
During each player's upkeep, if he controls fewer lands than target opponent. he iwiekening Licid SC. U-ss ae Mi. Shadow, First strike when attacking. 2/2. 
may search his or her library for a hasie land card and put that land into play. 3, ©: licid becomes a creature enchantment that reads “Enchanted creature : Soltar} Monk SC Us Re TM 


gains frst strike” instead of 2 creature, You pay # to end this effect. 1/1 + Protection from black; shadow. 2/1. 
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: [AN Reese IAStheth ? Sitenn Seome [AN OR + UZ 
© Add | oolovless mana to you pool @: Add to your mana pool and take :  @; Add one colorless mana to your mana pod! <@ @e @ Gorge deals’ 1 dam- 





| damage 4! Add 2 to your mana pool and take 1 damage, 3 age to each of your opponents. 
Gaiiera Lake LAN Ro see TM ¢ Siegateremet Fareed LAN OR ses TM 
Comes into play tapped. 4: Add one colarless mana to your mana pool. @¥: Add Comes into play tapped. @: Add one colorless mana’to your mana’ pool. <@e: Add 
@o s y me mana pool. Caldera Lake deals 1 damage to you. © @ 0 your mana pool, Forest deals 1 damage to you: 
ide & LAN UJ eee e LANG sse UZ 
se: Add one colorless mana to your mafia pool, x: Add or to your mana 







y tapped. = ie Bio mana pool. Cycling ae: 






























pool, Cinder Marsh does net untap during your next untap phase, C see UZ 
KIND CR tity of Brass LAN R seeee ANCH.Sth.6th apped. @: ma Bio your mana pool: Cycling >. 
Kaye dd 1 mana of any oe, e eae whenever City is tapped. Bie 7 LAN U UL 
ee um Teter Comes into play tapped. <>: Add @ to your mana pool. 4%: Pool becomes a 
ee vedi sha a MI. id q If you playa land, sactifice City, <¥; Add two colorless mana to your mana pool, 1/1 black creature with "a: Revererat" until end of tum, 
Soltar Larbe SC (Gh ise exe Mt 
Shadow, If Soltari Trooper attacks, it gets +1/+1 until end of tun, 1/1. 
Soltart Visionary SC. Ci sere Gea ae x 
Shadow. If Visionary damages a player, destroy an enchantment that player con- 
trols. 2/2. 
Songstiteher OGiee lie * Z 
© %: Target attacking creature with flying deals no combat damage this turn: 1/1. 
Soul Sculptor y R He nan - U The 
3e, & Target creature becomes an enchantment and loses all abilities untila 
player successfully casts a creature spell. 1/1 eager Crocomile i is the 
Soul Warden oC * a King of the waterways-— 
Whenever any other creature comes into. play, gain 1 life.,1/1., which clearly explains 
Spirit ea-Kor SC 0 sess ae a 
Flying. <@: Redirect 1 damage from Spirit to a creature you control, 2/2 why he’s green mstead of 
Spirit Link Es * Lath Sth biue—but he’s just not up 
Gain 1 life for every point of cate done by target ce to snuff when he has no 








Spirit Mirror EN Ro ove 
Oy w upkeep, if there are no Reflection to 
into play. 0; Destroy ta fi 
Co 


one ta rule. Most of his 
weenie companions have 
an annoying tendency of 
getting picked off, but the 
Eluish Lookaut stands a 
Vigilant sentry, ensuring 
that your Croc sticks 





play, put a 2/2 white 
EX6th 
TM.6th 
NG.Bt 





Stand j Treeps 
Attacking does not cause Standing Troogs to tap. mi 
Staunch Defenders s ov 
When Staunch Defenders comes into ha (2 
Sunweb SG Saheas 
Flying, Cannot block creatures with power 2 or 
Sustainer of the Realm SC ove 
























Flying. Whenever Sustainer blocks; it gets -+0/+2 until end of turn: 2/3 
Talon Sliver SoC be around te rule the day. 
All Slivers gain first strike. 1/1, 
Tariff SOR Roses ae WLBt se 
Ea hogses\a creature with the highest casting cost he controls, andp ANU = iM 





mana equal to that creature's casting cost or buries the creature MGB 
Temper INSU ses. =, eae 
Prevent up to X damage to target creature, For each 1 damiage prevented in this 


a+1/-+1 counter on that creature. 
St 


: Add one-colorless mana to your mana pool. : Stalking Stones becomes a 

3/3 artifact oreature permanently. 
& Sgzings AN R tees IA.5th,6th 
® to your mana pool. be Add & ; 1a mane pool and take 1 dam- 





‘Add $2 to your mana pool 





Wi 
€ {0 your mana pool, Cycling = d 
























































































































































Ci se Do FESth6th : ‘he : { 
Sacrifice; Return target enchantment card from your graveyard to hand, 1/ @ to your mana pool. @, Sacrifice Dwarven = - Abd) @ to your mara pool 
Treasure Hunter SC: «Use 2* ma poo. i LAN m FEsth 6th 
When Hunter comes into play, return an artifact from your graveyard to hand, oe FEGthoth p: Add @ io your mana pool. @, Sacrifice Sivelunite 
Tundra Wolves SCG te * (64th Sth; into play tapped, @: Ms @ to your mana pool. -@>, Sacrifice Ebon : aap ; 
rike Add ®® to your mana pool glare i M 
sc be 3% MG AN S u Horless mana to your mana pool. @: Add @ or 4 to your mana 
) fi Griffin: Counter target red spell that assigns damage to to play tapped. @: Add @ to your mana poal Conclave es not untap during i 4 phase 
you or a cre: control. 2/2 es 22/1 blue creature with flying until end of turn. This creature still , LAN OR see rs 4 i 
Venerable Monk SC. chivas Qx* SH of each turn, if you control no creatures, sacrifice Thran Quarry. @: 
When Venerable Monk comes into play, gain’? lia, 9/2, AN soe mana of any tolor to UCT mana pod), 
Voice of Grace Ne oo Oe : Add 9% to your mana pool, <a: Watchtower sawieny AN eee # 2 
Flying. pe ck. 2/2 : ature until end of turn. This creature stil counts as a lan aed Your mana pool for each artifact you control, Bannes! 
Voice of Law SC Use Bae } Gaea’s Grad AN Rese Z tag ANU see aunt L 
lying. protection from red, 2/2. 3G Add #@ to your mana poo! for each creature you contrel.\ : i0 lay tapped. Add to your mana pool ak Vilage becomes @ 
Wall of Essence Se woe Bo ae AN ae UL: fi Creature with trample until end of turn. This creature stil counts as @ land. 
For each 1 combat camage dealt to Wall of Essence, gain 1 life, 0/4. : i Add @ to your mana pool. @ @ Encampment : River AN i a tA.sth 6th 
Wall of Nats SOR aes ape isis fist strike until end of turn 5 1 to your mana pool, @ Add @ to your mana pool and take'1 dam- 
Atend of om game all creatures blooked by Wall. If Wall eaves. oS T LL ria aT aT 
jay, return ail removed creatures to the game. O/7, + z one colorless mana to your mana ool, Return Ghost Town to i 
Wa i of Swords SC a o* LURAthStheth = i i during ee layer's turn, F Aid oe cobess mana {o your mana pool, @: Add @ of 4 to your mana 
Flying, 3/6 : ake FEBtBth _ pool - Veo Township does Not untap during your next untap’phase. 
Warmth EN 2* TMeth @ {0 your mana pool, @, Saorifice Havenvood rs Stoned WAN Rowe el es 
Whene ft opponent successfully casts a red spell, dain 2 life : your mana pool ane colorless mana to your mana pool. +B, Ge: Fut terget creature 
Warrior A st + Gi Hi LN Renee IASthonn = Sat fom your craveyat ontop of your Noa. 
i | deals, gain 1 life. 3/4. : ur mana pool, @: Add @to.your mana pool and take 1 dam- 7 LAN ae . M 
Watrior $C ee a SH é (o-your- mana pool and take 1 damage, : ess mana to yout mana pool. @e: Sacrifice Wasteland: Destroy 
OR damage from Warrior efrKor ta aicreature you control. 2/2. : AN =n 4 
Warrior's Hener WS, Coss De VS6th : fa to your mana pool. >; Untap targel : 
All creatures you contro! get +1/4-1 until end of turn. with shadow, That creature neither deals nor receives, combat dan : 
Waylay INS see De Zid Hetlows AN J see : 
iyt three 2/2 white Knight tokens into play, Remove them ftom game at end of tum. : one colorless mana to your mana pool. <>: Add @ or @ to your : 
Welkin Hawk A Hie Hie Ex {. Mogg Hollows does not untap during your next untap phase, : 
lying, if is put into any ‘graveyard from play. you may search your library for LAN Rs Zz: 
a Welkin Hawk card and ito your hand. 1/1. : (dd one colorless mana to your mana pool. <€. fi i 
Winds of Bath SOR see Se M = _. 4% to your mana pool : 
S With fo enchantments on them. Those creatures cannot he: Pine Barrens AN OR see Mi 
turn. Comes into play tapped. <9 Norless mana to your mana pool, se: Add : 




















EN Resse Be ZL: © of @ to your mana poo! ls] damage to you 
wld reduce your life total to fess than 1 instead reduces itto lif : Petuted Mire AN iy * Z 
a. creature, ed, @ Add to your mana pool. Cycling Be 
Worthy ise INS a Mi: LAN Ro Mt 
uyback @. Sacrifice a creature: Gain life equal to the creature's toughness. your pool 1 mana of ai : B 
Wrath of Sad INS Rose Baexe — LURMHSABH ? - : Send your questions to: 
reat : ay tapped. @: A 5 bY 
(Hees ax SH: er Depths MoE | 
: Add one colorless mana to your mana pool. @: Add 4 or @to your mana 1Q Stumpers @ao com Or 
see o* : water Depths does not untap during your next untap phase. 








air FE.Sth,6th 

0 play tapped, : Add Ye to your mana pool. @, Sacrifice Rulns of 

Trokair: Add 3 3€ to your mana pool, 

Salt Fats 
Comes into pi 





s you control are white, gain 1 life. 2/4. : 








write to: 
Stumpers c/o InQuest Gamer 












Add one colorless mana to your mana pool. <5: Add 

































® of ® to you Sait Flats deals 1 damage to you 15 W l| A 
+ Seabland Ny Res ee i 1 Wells Ave. 
LAN U ; 2 Comes into play tapped d one colorless mana to your mana pool, : Add 
Add Wo colorless mana to your pool. Tomb deals 2 damage to’ you. H @ 01 & to your mana poo! Scabland deals 1 damage to you ( NY 10920 
lasted Landscape ANU : UZ } Sera's Sanctum AN R's ‘ ONngerS, 
®: Add one colorless mana to your mana p 5 &. Add 4 to your mana poo! for each enchantment you contrat 





MAGIC DATA C=COMMON U=UNCOMMON R=RARE 
ee 
“ARTIFACT @BLACK ©@BLUE GOLD @GREEN @RED OWHITE @LAND 
——— a a a eT 
ART Artifact EA Enchant Artifact EN Enchantment INT Interrupt SC Summon Creature 


AC Artifact Creature © EC Enchant Creature © EW Enchant World LL Legendary Land SL Summon Legend 
132 iwavesteameRs2 CR Current Rarity EL Enchant land INS Instant MS Mana Source SOR Sorcery 








BANZAI! Urza’s Destiny unleashes a slew 
of surprises. 








Ras : 















KIND CR cost NAME KIND CR COST SETS FOUND NAME KIND GR Cost SETS FOUND 
Urza's Incubator ART oR @ H Phyrexian Monitor SC Be UD 
to play, chease a creature type. Creature spells of : Regenerate Phyrexian Monitor. 2/2 








Braidwood Cup ART 
@: You gain life 
Braidwood Sextant ART 
&. dS 
reveal th | and put it into yo 
Brass Sane AC 
Sacrifice Brass Secretary: Draw 2 card, 2/1. 


? Phyrexian Negator SC ER 2a U 
Trample. Wren in Negator is dealt damage, sacrifice a permanent for 
each 1 dame 

Plague Dogs 
When Piague Dogs is put 

? end of turn. @, Sacrifice Plague Dogs: Draw 2 card. 

: Rapid Decay INS OR ES U 


to play. 











U ae U 
into @ graveyard from play, all creatures get -1/-1 until 








Apprentice Necromancer SC £e 
Be eA i: Return target creature car 
e. At end of turn, sa 








i from your 





































Caltrops ART oU eS LES : yoling “2. Remove from the game up to three target cards ina single graveyard 
Whenever 2 creature attach deals 1 damage to it : i tno oreature : Ravenous Rats CF 36 UI 

Extruder £ } Body Snatcher ; : When s Rats comes into play, target opponent chooses and discards a 
Echo. Sa tif ; When Body Si y 2 {card from his or her hand 

Fodder Cannon ART card from f we Body Snat , : Scent of Nightshade 





INS 
®. ©, Saorifice a creature: F ok 


et eveal any ni 
Junk Diver z 


: end of turn, whe 
+ Skittering Horror 





ice Skittering Horror. 4/3. 















H “eC Be 
: Carniva ofS uls } R s rifice Stinking Skirge: Draw a card, 2/1, 
S When a creature comes int you lose 1 life and add 4% to your mana SOR U SEP 
: Chime of Night EG C Te : iver loses 4 lite and you gain 4 life: 
fe deals 1 damage to targ When Chime is put into graveyard from pl nonblack creatur : Squirming Mass s ¢ Ul 
Disease Carriers st pls : Can't be blocked except by artifact creatures an 
Metalworker R & aluie gl } Twisted Experiment & = C D 





fchanted creature gets +3/-1 
EN OR 
p. Pay: 1 life: Draw a ard. 


OR S in you Add two colorless mana ti 
your mana pr veal this way. 1/2, 
Powder ne a) 
it may put a fuse counter on Powder Keg 
eat h 











} Yawamoth’s Barga 
3: Skip-your dr 


BLUE 


Aura Thief St 
ey Thief is put into a graveyard from play, you gain control of alt 














ed creature Is put i 

ie iscards two cards from his o id. 
Encroach SOR & 

: t player's hand and choose a and card from it. That player 
































equal to the number of fuse co 
Serying Glass ARI : 
®, @: Choose a number greater than O and a color. Tar gel opponent reveals his: : 
nd. IF t veals eXantly the chosen number of cards of the 






























SOR U 2ER 


m the game Search its ot 69 
















chosen color, you draw a card : and, @ 
Storage Matrix ART OR S D : Festering Wound 
As long as Storage Matrix is untapped, instead of each playe ping the At the beginning 
permanents he controls during tap step, that player ch NS, nd. At th 
creatures, or lands and untags all per manents of the chosen type he cont 
Thran Dynamo ARTO & D 




































































@&: Add three o mana to your mana pool, 
Thran Foundry ART OU e nents has 10 life or tess, if Lurking dackals is an 

@, ©, Remove from game: Target player shuffles his graveyard into his library, nt, it becomes a 3/2 Hound creature, ®: Return enchanted creature and Disappear to their owners’ hands. 
Thran Golem ACR & UD: Nightshade Seer so Se UD jonate SOR OR 

As fong as Thran Golem is enchanted, it gets +2/+2 and gains flying, first strik @®, }: Reveal any number o ds Target player gains contral of target permanent y 






KEK 






til end of turn, where X is the 
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‘atigue SOR ¢ 
Target Skips his or her next draw step 


and trample. 3/3. 








WAME KIND CR COST SETS FOUND (iS 
























































































































KIND CR Cost SETS FOUND NAME KIND CR COST SETS FOUND 
Fledgling Osprey so 20 ® Bis y: 
Fledgling Osprey gains flying as long as it's enchanted. 1/1. Whoopee! im : | WW 
iiuminated Wings 1G ee ther Sting EN Ee) : 
Enchanted creature gains fying, %, Sacrifice lluminated Wings: Draw a\car ‘Whenever one of your opponents plays a oreature spel, ether Sting deals 1 i Academy Rector SOR o* 
iridescent Drake 8 se lamage to that player. + When Academy Rector ts put into a graveyard from play. you may. remove 
Flying. When Iridescent Drake comes into play, return target enchant creature card loodshot Cyclops Ni R s2 + Aeademy Rector from the game, If you do’ so, search your library for an 
from a graveyard to play enchanting Iridescent Drake. 2/2. ® Seorifice a creature: Bloodshot Cyclops deals X damage to target creature or = _ enchantment card and put that card into play. Then shuffle your library, 1/2. 
Kingfisher Siete S player, where X is the sactificed creature's power. 4/4, 3 Archery Training ft. * 
Fiying. When Kinafisher is put into a graveyard from play, draw a card. 2/2. inder Seer SC 22 D At the beginning of your upkeep, you may put an artow counter on Archery 
Mental Discipline fl C LOO @@. &: Reveal any number of red cards in your hand, Cinder Seer deals X = Training, Enchanted creature gains "@: This creature deals 4 damage to target 
© ®, Choose and discard a card from your hand: Draw a card lamage to target creature or player, where X is the number revealed, 1/1. $ > attacking or blocking creature, where X is the number of arrow counters on the 
Metathran Elite Ri ee s Yearling Ni ee : Archery Training enchanting this creature.” 
letathran Elite is unblockable as long as it's enchanted. 2/8. Mountainwalk. @! Colas Yearling tets ++1/+0 until end of turn. 1/1, i Gapashen Knight be 
Metathran Soldier AH ro avetous Dragon SC ee £ __ First strike. a ae: Capashan night gets +1/-+0 until end of tum. 1/1. 
Metathran Soldier is unblockable: 1/ Flying. When you control no artifacts, sacrifice Covetous Dragan, 6/6, ; Capashen Standard El * 
Opposition AOR Vee lame Jet SOR £e@ 5 Enchanted creature gets +-1/+1. @, Sacrifioe Capashen Standard: Draw 2 card 
ag. an untapped creature you control: Tap target artifact, creature, or land. yoling <@. Flame Jet deals $ damage to target player. : Capashen Templar So eal 
Private Research £¢ € oblin Berserker S se £3: Capashen Templar gets +0/+1 until end ut tum. 
At the beginning of your upkeep, you may put a counter on Research, When irst strike; haste, 2/2. 2 False Prophet $i 
enchanted creature is put into graveyard, draw a card for each tounter. joblin Festival EN £e : When Prophet is put into graveyard from play, eae all creatures from game, 2/2 
Quash INS eee ‘@: Festival deals 1 damage to target creature or player. Fp a coin. If you lose : Fend Off NSC ae 
Cotinter target instant or sorcery spel, Search its controller's graveyard, hand, and the fig, choose one of your opponents, That player gains control of Goblin Festival. = Cycling . Target creature deals no combat damage this turn 
ibrary for all copies of that card and remove them from the game, oblin Gardener 8 ee 2 Fleld Surgeon we 
Rayne, Acad, Chancellor SCR ee When Goblin Gardener is put into a graveyard from play, destroy target land. 2/1. Tap an untapped creature you control: Prevent the next 1 damage to target 
Wherever you or a permanent you control is the target of a spell or ability oblin Marshal g £e2e 3 creature this tum. 1/1 
controled by one of your opponents, you may draw a card, and if Rayne, Academ Echo, Whenever Goblin Marshal comes into play or is put into a graveyard from Flicker SOR R a* 
hancellor is enchanted, you may draw another card, 1/1, lay, put two 1/1 red Goblin creature tokens into play, 3/3. + Remove target nontoken perm. from game, then return it to play under owner's control. 
Rescue IS 6 € Goblin Masons So0 £e } Jasmine Seer SC ax 
felurn target permanent you contra! to its owner's hand, When Goblin Masons is put into a graveyard from nay destroy target Wall. 2/1, W, @: Reveal any number of white cards in your hand. You gain 2 life for 
Scent of Brine NSC ee ¢ Hulking Ogre Hite Ze «= each card revealed this way. 1/1 
Reveal any number of blue cards in your hand. Counter target spell unless its = Hulking ‘tie can't block. 3/8. : Mask of Law and Grace £0 * 
controller pays 2 for each card reveaied this way, : : Enchanted creature gains protection from black and protection from red. 
Sigil of Sleep 3 a 
Whenever enchanted creature dleals damage to 2 player, return target creature 
player controls to its owner's hand. 
Telepathic Spies ee 
When Telegathic Spies comes into play; look at target opponent's hand. 2/2. 
Temporal Adept st oR Lee 
@ SG, S- Return target permanent to its owner's hand. 1/1. 
Thieving Magpie sc oU Zee 
Flying. Whenever Magpie Le dlamage to your ar a He draw a card, 1/3. While U : 
Treachery R cd Wee He Ur: aly 
When Treachery comes into play, untap up to five lands, Control enchanted creature, za's busy fulfilling 











his destiny, a lot of Magic 
critters are hard at work. 
We're talking about 
creatures that are so 
Compact iii ial ' ee ; consumed by their tasks 
en a black card is put into your opponent's graveyards, you may draw a card, te i . 
Fivish Locka « Ps | that they're defined by their 
-Ehvsh, Lookout can't be the target of spels or ables. 1/1 E job, not their race. The 
one eo hiacuur an our hand into o sin q Busi eee net 
imei Sk we » | are the wizards—nine in all 
: esiva steotmnntee ues See ee 5/5. : are toiling away to make 
amekeeper = ; 7 H 
When Gamekeeper is put into graveyard from play, remove Gamekeeper fom the E coer 4 bet fer place. 
game, Reveal cards from your library until you reveal a creature card. Put that = 3 eanwhile, clerics stand a 
an and put the other cards revealed this oie your caved. 22. 1 Solid Seeand with five 
@ 3 


Ancient Sitverback sc R 
@ Regenerate Ancient Silverback. 6/5. 




































































































































5 C E 
ete 3/ 2 i : entrants. It’s a three-way 
Heart Warden sc ae : tie for third with druids, 
@ Add @ to your mana pool. @, Sacrifice Heart Warden: Draw a card. 1/1. 2) ea se and soldiers all 
Hunting Moa Nee! Qe 3 : : f 
Feho. Whenever Hunting Moa comes into’play of is put into @ graveyard fram play, 3 getting @ pair o workers 
Bone counter on me creature, 3/2 ie : and finally, the bad guys get 
ivy Seer eat 
@: @, ©: Reveal any number of green carts in your hand. Target creature gets 3 the shaft. The Body 
+K/-+X until end of turn, where X is the number of cards revealed this way. 1/1. 3 Sn atcher is their only 
Magnify WSC * : minion for hire in this set. 
All creatures get +1/+1 until end of turn. : 
Marker Beetles C 
When Marker Beetles Is put into 2 graveyard from nia, target creature gets z ie way + % 
41/+1 until end of tun. @, Sacrifice Marker Beetles: Draw a card. 2/3. : Impatience FN oR 2e : Master Healer So. OR ae 
Momentum fe OU oe  _ Atthe end of each player's turn, if that player didn't play a spell that tum, 2 -@: Prevent the next 4 damage to target creature or ee) this tum. 1/4 
At the beginning ‘of your upkeep, you may put a growth counter on Momentum, impatience deals 2 damage to him or her : Opalescence NOOR QR 
Enchanted creature gets +1/-+1 for each growth counter on Momentum, : Incendiary f OU e i Each other global enchantment is.a creature with power and toughness each equal 
e oe 3 At the beginning of your upkeep, you may put a fuse counter‘on Incendiary, When = to its converted mana cost. I's stil an enchantment 
Destroy all enchantments. You gain 2 life for each enchantment destroyed. ? enchanted creature is put into a graveyard, Incendiary deals X damage to target? Reliquary Monk sci. 8 2% 
Pattern of Rebirth fC oR ae ‘ + oreature or player. where X is the number of fuse counters on Incendiary. = When Reliquary Monk is put into a graveyard from play, destroy target artifact or 
When enchanted creature is put into a graveyard from play, that creature's : Keldon Champion SOs Fal 222 iat enchantment: 2/2. 
controller may search his library for a creature card and put that card into play. cho; haste. When Champion comes into play, tel are to target player. 3/2. > Replesish SoR oR @* 
Plated Spider st ee : Keldon Vandals Sf 22@ = Return all enchantment cards from your graveyard to play. 
Plated Spider may block as though it had flying. 4/4. $ Echo. When Keldon Vandals comes into play, deh target artifact. 4/1. : Sanctimeny OU e* 
Plow Under SOR R Gee 3 Landslide SoR 2 = Whenever one of your opponents taps a mountain for mana, you may gain 1 Ife, 
Put two target fands on top of their owner's library. : Sacrifice any number of mountains, Deal that much damage to target player. : Scent of Jasmine NSC * 
Rofelis's Gift Sor 6 LJ : Mark of Fury fe ¢ a = Reveal any number of white cards in your hand, Gain 2 life for each card revealeo, 
Reveal any number of green cards In your hand, Return an enchantment card from : ichanted oreature gains haste. At end of turn, return Mark to owner's hand. ? Scour NS =U BRE 
your graveyard to your hand for each card reveated this way. t Reckless Abandon SOR ¢ 2 = Remove target enchantment from the game. Search its controller's graveyard, 
Rofellos, Lian. Emissary SC ae Asan additional cost to play Reckless Abandon, sacrifice a creature. Reckless  — hand.and library for all copies of that card and remove them from the game. That 
®: Add to your mana pool for each forest you control 2/1. = Abandon deals 4 damage to target creature or player, : layer then shuffles his or her library. 
Scent of Ivy INS. 6 e : Repercussion AN OR Lee 0: Serra Advocate sou oe 
Reveal any number of green cards in your hand. Target creature gets +X/+X until : Whenever avcreature is dealt damage, Repercussion dea's ‘that much damage to Flying. @: Target attacking or blocking creature gets +2/-+2 until end of tum, 2/2. 
end of turn, where X is the number of cards revealed this way. that creature's controller. alidarity NS oC Be 
Splinter SOR U Zee : Scent of Cinder SOR C £2 Creatures you control get +0/+6 until end of te 
Remove target artifact from the game. Search its controller's graveyard, hand, and = Reveal any number of red cards in your hand. Scent of Cinder deals X damage to ethered Griffin Sc 
library for al copies of that card and remove them from the game + target creature or player, where X is the number of cards revealed this way. ying. When you contra! no enchantments, sacrifice ete Griffin. 2/3 
Taunting Elf s  ¢ Ci) + Sowing Salt SOR U eee ormenied Angel So 18 B* 
All creatures able to block Taunting Elf do so. 0/1 = Remove target nonbasi land from the game. Search its contrlle's graveyard, Flying. 1/5, She don't look very tormented, though. 
Thorn Elemental SOR See 2 hand, and library for all copies of that card and remove them from the game. nice of Duty Si ou 
Thorn Elemental may deal its combat damage to defending player as though it : player then shuffles his or her library. ‘ying, protection from green. 2/2 
weren't blocked. 7/7, : Trumpet Blast INS C ee sice of Reasen (= SD eo lh 2* 
Vavimaya Elder so Poe Attacking creatures get +2/+0 until end of turn. Flying, protection from blue. 2/2. 
When Yavimaya Elder is put into-a graveyard from play, you may search your 3 Wake of Destruction SOR R seee Wall of Glare se = 6 2 
library for up to two asic lands cards, reveal them, and put then into your hand. If 3 Destroy target land and all lands with the same name as that land Wall of Glare may block any. number of creatures each combat. 0/6 
you da, shuffle your library. , Sacrifice Yavimaya Elder: Draw a card. 2/1 : Wild Colos SOG 22 
Vovimaye Enchantress SC U 2e@ > Haste, 2/2 
Yavimaya Enchantress gets +1/+1 for each enchantment in play. 2/2 : 
avimaya Hollow tL 


@: Add @ to your mana pool. @, "». Regenerate target creature 
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EEE 
ART Artifact CR Card Rarity EN Enchantment LL Legendary Land ©=SL Summon Legend 
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2 only non- soe card i ungle is 
oké Ball, which allows Bee o ret : 


= GET AHEAD Check out this preview spoiler & 
of the new Jungle expansion! a 


NAME # WPE LEVEL HP WEAK RES RET CR : NAME # TYPE LEVEL. HP WEAK RES RET CR : NAME # ‘IVPE LEVEL HP WEAK RES ET OA 


Charmander 4 é : Farfetch’d 
BASIC SET PO MON Soratch, Does 10 da ps damage, Ember. Discard 1 @ d 


Abra & € 10 ie fa) card attached to Charman se this attack 
@ Psyshock Does 10 damage. Flip a coin. if Then he Defending Pokémon = Rhea urine Ces 
is now Paralyzed. : 

Alakazam 65 


Stage 2. Evolves from Kadabra. F 


30 damage. Flip a coin, If heads, the Defend " : Growlithe 
ad Q 0 mat 8 w# Flare, Does 20 

‘icone ® 4 10 < , : nding Pokémon is, Cle : Gyarados 

Stage 1, Evolves from Growithe Bes Flame s ‘er : 1 

i a i 





Take amMage, : Ne 
Beedrill > «is Paralyzed : 3 @ 2 
Sta Evoh in i Stage 1. Evolves irom Gastly. Hypnosis. The 
® Dig. Does 10 damage, @@ Mud Slap, Do: amage. eam Eater. Does 60 dama 
Tip a col ng e : Doduo 84 a Ke SI 
Blastoise @ 2 eee RS wm Fury Attack. Flip 2 coins 
Stage 2. Evolves from Wartortle. Pokémon Power is often as you like Dragonair 148 
during your tur ati). yOu a Energy | Stage 1, Evolves from Dratinl ose Siam. Fip ty 
your Pokémon, (This ef Of tne tum) = damage times the number of f 3 
This power can't be used sleep, Con tial or Paraly : Defending Pokémon has any Ene 
GSE Hydro Pump. Does 40 plus 10 more ¢: ; d it 
Energy attached ta Blastoise bi ed to pay for this att ini 447 
Extra Energy after the 2nd count. : F foes 10 damage. 
Bulbasaur i = : 96 
@S leech Seed. Does 20 damage Unles i 
prevented, you may remov ge od on If. : heads, the De i 
Caterpie " , > Dugtrio 10 
Stage 1, Evolves from Diglett ~~ Slash. Does 


uy 

Chansey 13 @ 6 
@& Sorunch. Flip a eain. If heads, preven 
your oppo xt tun. Sees Dp 
to itself, 

Charizard : 
Stage 2. Evolves frov fl Pokémon Power: £ B te asyou§ 
fike. during 0 y may tun al Energy attached to : 4 "1 . ale the Defending Pokémon is 
Charizard ergy cards for the rest of the:turn, This power nt be ised = F > Fy 

el, BND Fire §) 
attached to Charizard in order to use this attack 


Pokémon™ & © Nintendo, 
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# TYPE LEVEL 


HP WEAK RES 





Machamp 6 @ #7 WwW BSS R 
Stage 2, Evolves from Machoke. Pokémon Pawer: Strikes Back Whenever your : : 
opponent's attack damages Mactiamp (even if Machamp is Knocked Out), this power 
does 10 damage to the attacking Pokémon. (Don't apply Weakness and Resistance.) : 


Stage 1. Evolves from Machop, @@aS Karate Chop, Does 60 damage minus 10 : 
damage for each damage counter on Machoke. eens Submission, Does 60. = 









: Sandshrew 7 @2 0 @ 











NAME HP Lt: 





WEAK 


8.0% 
_ @ Sand-attack, Does 10 damage, lf the Defending Pokémon tries to attack 2 

during opponent's next tun, opponent flips-a coin. If tails, this attack’ does nothing. 
Seel 6 @ 2 6 @ eB I: 


Paralyzed, @@@®. Withdraw, Flip a coin. if heads, prevent all damage done to + 
Squirtle during your opponent's next turn. 






This power can't be used if Machamp is te Asteep, Confused, or Paralyzed when = @ Headbutl Does 10 damage, 
your opponent attacks: @aba@>a® Seismic Toss. Does 60 damage. £ Squirtle 7 @ 8 4 @ #e E 
Machoke a ee @wS | FH Bubble Does 10 damage Fp a con If heads, the Defending Pokémon is now & = Item Finder 


ee - 


: Maintenance 


damage. Machoke does 20 damage to Itself. = Starmie 2 @ 8 8 #@ & 
Machop 6. aw @ 6 = Stage, Evolves from Staryu.<@d@® Recover. Discard 1 @Energy card attached to = 
@ (ow Kick, Does 20 damage. : =  Starmie in order to use this attack Remove all damage counters from Starmle 
Magik 19 @ 8 0 @ ® ue @#* Star Freeze, Does 20 damage, Flip a coin. If heads, the Defending = 
ackle. Does 10 damage, @ Flail. Does 10 damage times the number of ¢ — Pokémon is how Paralyzed. 
fe counters on Magikarp. = Staryu 120 @ 1 4 @ & 
Magmar 6 @ OD BS | =  — @ Slap. Does 20 damage, 
@W fire Punch, Does 30 damage. Ge Flamethrower. Does 60 damage. ? Tangela 14 @ 8 8 Re 


Discard 1 «@ Energy card attached to Magmar In order to use this attack, 
Magnemite 8 ¢@ BH @ ca 
@ Thunder Wave, Does 10 damage. Flip a coin. If heads, the Defending Pokémon = 
is now Paralyzed. a8 Selfdestruct Does 40 damage, Does 10 damage to each z 
“ Pokémon on each player's Bench, (Don't apply Weakness and Resistance for 
Benched Pokémon.) ene does 40 damage to itself : 
Magneton 82 2 0 @ @ R: 
Stage 1. Evolves from Vani @@S Thunder Wave. Does 30 damage. Flip. a = 
coin. Hf heads, the Defending Pokémon is now paralyzed. Baas Selidestruct, = 
Does 80 damage and does 20 damage to each Pokemon on each player's bench, 2 
(Weakness and Resistance don't apply.) Magneton does A damage to itself. 
Metapod | i ee BS C : 
Stage 1. Evolves from Caterpie, 2% Stiffen. Flip a Oi If heads, prevent all = 
damage done to Metanod during your opponent's next turn. (Any other effects of 2 
still happen.) s@ea Stun Spore. Fip a coin, tf heads, the Defending Pokémon is = 
now Paralyzed. z 
Mewtwo 5 8 BPE R 
@B Psychic. Does 10 damage plus 10 more damage for each Energy card : 
attached to the Defending Pokémon. <a Barrier. Discard 1 @ Energy card ¢ 
attached to Mewtwo in order to prevent all effects of attacks, inoluding damage, $ 
done to Mewtwo during your opponent's next turn. : 
Nidoking 4 BD BBS R : 
Stage 2. Evolves from Nidorino, a@sa8® Flip a coin, If heads, this attack does 30 : 
damage plus 10 more damage; If tails, this attack does 30 damage plus Nidoking 
does 10 damaga to itself. whe Toxic, Does 20 damage, The Defending 
Pokémon is now Poisoned. it now takes 20 Poison damage instead of 10 after 
each player's turn (even if it was already Poisoned), 
Nidoran (Male) 9 @ 7 4 @ @ 
@ Horn Hazard, Dogs 30 damage, Flip-4 coin. If tails, this attack does nothing. 
Nidorino 3 €@ #2 6 & : 
Stage 1. Evloves from Nidoran, wa Double Kick. Flip 2 colns, This attack does : 
30 damage times the number of heads. #2 Horn Dril, Does 50 damage, 
Ninetales 3 @ 5 8 @ @ : 
Stage 1. Evolves from Vulpix, a Lure. If your opponent has any Benched 
Pokémon, choose 1 of them and switch it with his or her active Pokémon. : 
BOSS Fire Blast. Does 80 damace. Discard 1 
Ninetales to use this attack. 
Onix 9 @np 0 ¢ 
@ Rock Throw. Does 10 damage, @@ Harden, 
tum, whenever 30 or less damage is done to Onix alter applying Weakness and 
Resistance), prevent that damage. (Any other effects of attacks still happen.) 
Pidgeotto 7 & %8 8 @ @ 2 
Stage 1. 
has any Banched Pokémon, he or she chooses 1 of them and switches it with th 
Defending Pokémon. (Do the damage before switching the Pokémon.) 
SSB Mirror Move. tf Pedgetto was attacked last turn, do the final result of that 
attack cn Pidgetto to the Defending Pokémon. : 
Pidgey 6 &@ § 0 &# @ @€ 
BB Whirlwind. Does 10 damage. if your opponent has any Benched Pokémon, 
he or she chooses 1 of them and switches it with the Defending Pokémon. (Do 
damage before switching the Pokémon.) 
Pikachu ve ee! 





















































Bae 0 























4, @ @ ¢ 


® Graw, Does 10 damage. 2a Does 30 damage. Flip a coin. If tails, Pikachu 


does 10 damage to itself, 


Poliwag 0 @ 8 0 @ @ ci 


@ Water Gun. Does 10 damage plus 10 more damage for each @ Energy 
attached to Poliwag, but not used to pay for this attack’s cost; Extra @ Ene} 
after the 2nd don't count. 
Poliwhirl 1 @ 8 Hh @ a 
Stage 1. Evolves from Poliwag.@@ Amnesia, Choose 1 of the Defending 





=! 


Pokémon's attacks, That Pokémon can't use that attack during your opponent's : 
is attack does 30 damage times = 


next turn. @@ Doublestay, Flip 2 coins. 
number of heads. 

Poliwrath oa @ 8 0 @ BSS 
Stage 2. Evolves: from, Polywhir!, @@a? Water Gun, Does 30 damage plus 
more damage for each @Energy attached to Poliwrath but not used to pay 
this attack's Energy cost. Extra @Eneroy after the 2nd doesn't count. 
@SLS Whirlnoo!. Does 40 damage. if the Defending Pokémon has any Energy 3 
cards attached to it, choose 1 of them and discard it 


0 














Ponyta Ti @ 0 0 @ & 
BB Smash Kick. Does 20 damage. We Flame Tal. 2 30 ae 
Porygon a7 1280 


% Conversion 1. If the Defending Pokémon has a Wee a may Bee iti 
to a type of your choice other than Colorless. #9 Conversion 2. Change : 





Porygen's Resistance to your choice ather than Colorless, 
Raichu 6 @ 4 8 @ 8 
Stage 1. Evolves from Pikachu, Baa Agility, 


Raichu does 30’ damage to itself. 
Raticate ono @ 4. © @ 








@ 8 








Does damage to the 
remaining HP (rounded up to the nearest 10), 


Rattata 9 @ § 32 @ @ pire 





® Bite, Does 20 damage. 


: Energy Retrieval Tee: 
Trade 1 of the other cards in your hand for up to 2 basic Energy cards from your ¢ Hak er cat 8 
discard pile, a ides Fighting Energy. 

: ? Fire Energy 

ee be i é vi Provides Fire Energy. 
Your Active Pokémon is no longer Asleep, Confused, Paralyzed, or Poisoned. 3 ieee Eneray P 

3 Provides Grass Energy. 
C=COMMON U=UNCOMMON R=RARE = Lightning Eneray A 


POKEMON DATA 


= Vulpix 7 8 1 HN € se 


: Weedle B® 2 


@Energy card attached to 2 


uring your opponent's next = 


volves from Pidgey, 3% Whirlwind. Does 20 damage. If your opponent : 


S 





joes 20 damage, Flip a coin. If : 
heads, curing your opponent's next turn, prevent all effects of attacks, including : 
damage, done to Raichy, 44423 Thunder. Does 60 damage. Flip a coin. If tails, : 


Stage 1., Evolves from Rattata, @& Bite, Does 20 damage. Saas Super Fang, i 
fending Pokémon equal to half the Defending Pokémon's : 


@® Bind, Does 20 damage, Flip a coin, If heads, the Defending Pokémion is now 
Paralyzed, «@@e@ Poisonpowder. Does 20 damage. The Defending Pokémon 
flow Poisaned, 
Venusaur 3 @ FF 0 € Bs 
Stage 2. Evolves from lvysaur. Pokéman Power: Energy Trans. As often.as you 
during your turn (before your attack), you may take 1 w® Energy card attached 
1 of your Pokémon and attach it to @ different one, Can't be used if Venusaur 
Asleep, Confused or Paralyzed, wa@e@a Solarbeam. Does 60 damage 
Voltorb 10 6 610 * 
® Tackle, Does 10 damage. 











@@® Confuse Ray. Does 10 damage. Flip a coin. lf heads, the Defendin 
Pokémon is now Confused. 
Wartortle @ » tl @ 2 
Stage 1. Evolves from Squirtle, @a® Withdraw, Flip a coin. If heads, prevent 
damage done to Wartortle during opponent's turn, @eaza® Bite, Does 40 damage. 
40 & 
@ Poison Sting. Does 10 damage. Flip a coin, If heads, the Defending Pokémai 
is now Poisoned, 
Zapdos 145 @ 64 80 
BBHE Thunder. Does 60 damage. Flip 2 coin. tf tails, 
damage to itself, #484 Thunderbolt. Does 100 damage. Dis 
cards attached to Zapdos'in order to use this attack. 


























Clefairy Doll Ri 

Play Clefairy Doll as if it were @ Basic Pokémon. While in play, Clefairy Doll counts : 
on (instead of a Trainer card), Clefairy Doll has no attacks, can't t 
y Doll is = 





as a Pokén 
retreat, and can't be Asleep, Confused, Paralyzed, or Poisoned. If Clef 
Knocked Out, It doesn’t count as @ Knocked Out Pokéman. At any timne during you 
turn before your attack, you may discard Clefairy Dall 





: Computer Search R : 


Discard 2 of the other cards from your hand in order to search your deck for any ; Super Energy Removal 


card and put it into your hand. Shuffle your deck afterward, 





Attach Defender to 1 of your Pokémon. At the end of your opp 


(after applying Weakness and Resistance). 


the result of an attack (just as if you had evolved it), 
Energy Removal C 
Choose 1 Energy card attached to 1 of your opponent's Pokémonand discard it 








NOTE: The names of some Jungle powers may be different than those listed, but the powers are the same. 


CR Card Rarity RES Resistance RET Retreat 


WEAK — Weakness 





> PlusPower 








: Defender vi 
's next tun, 
discard Defender, Damage t Poké ttacks is reduced by 20 : 

card Defender, Damage done to that Pokémon by attacks is reduced by 20 : Super Potion 
? Devolution Spray Ri 
Choose 1 of your own Pokémon in play and a Stage of Evolution, Discard all 5 Switch 
Evolution cards of that Stage or higher attached to that Pokémon. Thet Pokémon is ¢ 
no longer Asleep, Confused, Paralyzed, Poisoned, or anything else that might be 


# BASIC SET ENERGY CARDS 


? Double Colorless Energy 


: (You can't play Revive if your Bench is full.) 
? Scoop Up 
Choose 1 oi own Pokémon in play and retum its Basic’ Pokémon cards to 











CEST 


= Gust of Wind 
Choose 1 of your opponent's Benched Pokémon and switch it with his Actve 
Pokémon. 

= Impostor Professor Oak 
Your opponent shuffles his or her hand into his or her deck, then draws 7 cards. 


Diseard 2 of the other cards from your hand in order to. put a Trainer card from 
your discard pile into your hand. 


You and your opponent show each other your hands, then shutfle all Trainer car 
from your hands into your decks. 


Shuffle 2 of the other cards from your hand into your deck in order to draw 
card, 


Attach PlusPower to your Active Pokémon. At the end of your turn, discart 
PlusPower. [f this Pokémon's attack does damage to the Defending Pokémon 
(after applying Weakness and Resistance), the attack does 10 more damage to 
the Defending Pokémon 
lokédex 
Look at up to 6 cards from the top of your deck and rearrange them as you like, 
‘okémon Breeder 
Put a Stage 2:evolution card from your hand on the matching basic: Pokémon. You 
can only play this) card when you would be allowed to evolve that Pokémon 
anyway. 
‘okémon Genter 
Remove all damage counters from all of your own Pokémon with damage counter 
on them, then discard all Energy cards attached to those Poxémon. 
‘okémon Flute 
Choase 1 Basic Pokémon card from your opponent's discard pile and put it onto 
his or her Bench. (You can't play Pokémon Flute if your opponent's Bench is full.) 
‘okémon Trader R 
Trade 1 of the Basic Pokémon-or Evolution cards in your hand for 1 of the) Basic 
Pokémon or Evolution cards from your deck, Show, both cards to your opponent. 
Shuffle your deck afterward 
Potion C 
Remove up to 2 damage counters from 1 of your Pokémon. 
Professor Oak 
Diseard your hand, then draw 7 cards. 



































Revive 
Put 1 Basie’Pokémon card from your discard pile onto your Bench, Put damage 
counters'on that Pokémon eguat to half its HP (rounded down to the nearest 10) 








your hand. (Discard all cards attached to that card.) 


Discard 1 Energy card attached to 1 of your own Pokémon in order to choose 1 of 
your opponent's Pokémon and wp to 2 Energy cards attached to it. Discard those 
Energy cards. 





Discard 1 Enargy card attachéd to-1 of your own Pokémon in order to remove up 
to 4 damage counters from that Pokémon. 


Switch 1 of your own Benched Pokémon with your Active Pokémon 


Provides GC Energy. Doesn't count as a basic Energy card. 





Provides Lightning Enesgy. 
























TYPE LEVEL HP WEAK RES RET CR 


Psychic Energy 
Provides Psychic Energy. 

Water Energy 

Provides Water Energy. 





1 40 





a 6 





eae 


one Bellsprout; and send 
must have an opening on your bench to use this 
Butterfree 2 @ 8 0 & @ 

Stage 2. Evolves from Metapod. Blow. Away, Does 20 damage.: Your oppone 
must exchange the defending Pokémon with a Pokémon on his bench of 
choice. If opponent has no Pokémon on his-banch, an exchange cannot 
performed. @@ea@ng Megadrain. Does 40 damage. Remove damage counte 
equivalent to half of the damage you cauisad on the defending Pokémon (rouns 


up) from Butterfree, 
co 8 & 0 € 


Clefable 
Stage 1. Evolves from Clefable. *® Finger-Twitel 


opponent's active Pokemon, and use it as your own, You 


Sees 


Basa 


Sos 


opponent's next turn by 20. 
Cubone 14 CB HD 
& Shivel. if the defending Pokémon uses its power on 
damage is reduced by 20, @@ Rage, Does 
the number of damage counters currently attached to Cubone 
Dodrio 8 8 2 1 @ @ 
. Evolves from Doduo. Pokémon Power: 
only be used on the bench. When your active 
the number of energy discarded by one. e488 Anger. 





ubone next turn, 











eaach damage counter on Dedria : 
Eevee 18 @ 2 3 @ @ €@ ¢: 
8 Tail Wag. Flip a coin, If itis heads, the defending Pokémon is affected by Tal : 


Wagging and cannot use its power during the next tum. 

10 damage. Flip 2 cain. If it is heads, add 20 damage. 
Electrode i # 42 0 @ & 

Stage 1. Evolves from Voltorb, 88 Bodyslam. Does 20 








to all of the Pokemon on 

are affected) 
Exeggcute i2 @ 4 80 @ 

@ fypnosis, Puts opponent to Sleep, @@ Mistletoe Seeds. 





13 @ 3 8 @ 
Stage 1. Evolves from pon @ Teleport. Select a Pokéman on your bene! 
and exchange it with Exeggutor. Max Pitching. Flip a number of coins equal t 
the amount of eneray cards attached to Exeggutor. Does 20 damage times t 
number of heads. 
Fearow 2, 8 #2. 1  @ @ 
Stage 1, Evolves from Spearow, «#34888 High Speed Movement. Does 20 damage 
Flip a coin, Hf it is heads, this card will not be affected by the next attack: 
SHH Drill Beak, Does 40 damage. 5 
Flareon 136 @ «828 71 | @ 8 
Stage 1. Evolves from Eevee. 8 Quick Attack. Does 10 damage. Alp a coin. If 
is heads, add 20 damage. am a Flamethrower. Dogs 60 damage. Discar 
one Fire Eneray card attached to Flareon in order to use this attack 
Gloom “4 @ 2 Hh @ 8 
Stage 1. Evolves from Oddish  Poisonpowder. Poisons the defendin 
Pokémon, @@ Foul Odor, Does 20 damage. The defending Pokémon is Confused. 
Afterwards, Gloom Confuses itself 
Goldeen 1B @ 12 40 © 
@ Horn Attack. Does 10 damage. 
Jigglypuff 3 8 «64 ~«66llU@ @ ese 
#& Lullaby. Puts the defending Pokémon to sleep. se Slap. Does 20 damage. 
Jolteon 3h @ 8 0 @ & 
Stage 1. Evolves from Eevee, 3 Quick Attack. Does 10 damage: Flip a coin. If i 
is heads, add 20 damage, @4@ Pin Missile. Flip 4 coins. Does 20 damag: 
times the number of heads. 
Kangaskhan 115 8 4 0 @ S Bae R 
@ Fetch. Take one card from the top of your deck and add it to your hand. 
BBS Comet Punch. Flip four coins, Does 20 damage times number of heads, 
Lickitung 108 @ 2 30 @ @ Bee | 
® Tongue Wrap. Does 10 damage. 


Exeggutor 
































b vissnuosn 3) @ 8] 
Stage 2. Evolves from Nidorina, «3 Boyfriends. Does 20 damage plus 20 times 


@ Vinewhip. Does 10 damage. @ Call for Family. Look through your deck for : 
it to the bench. Afterwards, shuffle the deck well. You + 


Choose one of the powers of the = 
lon't have to have the : 
necessary amount of energy to use this borrowed power, but if you do not meet = 
other necessary conditions (such as being able to discard an energy card), you 
cannot use it. 88 Shimk. Reduce damage received by this card during your 


@ 4 € i 





0 damage. Add 10 damage times H 


Retreat Support. This power can 2 
‘okemon Retreats, you can reduce : 
joes 10 damage for : 


ick Attack Does = Nidorina 


mage Be F 
Shocking. Does 20 damage. Also does 10 damage to the defending Pokémon and : Qadish 40. . @.. 8 50s @ @ ci 
ench that have the same color (Pokémon’on your bench: i 


a 
logs 20 damage ¢ 


ee A e : 
After you damage tef sd Pokémon, remove a damage counter from Exeggeute. : ee Ce eats 0 sae " 
Bee 







lip coin, ff heads, defending Pokémon is: $ 


NAME 





TYPE LEVEL HP WEAK ‘RES 





RET CR 
Bae R 


fo, of Nidoking you have in play, 48 Moga Punch, Does 60 damage. 
Nidoran (Female) 299 @ 99 &) @ ¢ 


and.send it to:the berich. You must have room on your bench to use this power. 


Looking to play a color 
that can beat on the 
most other pokemon? 
Then your best choice 
would be fighting. 25 
pokemon have a 
weakness against the 
bruisers. The next 
highest is fire—24 
pokemon fear the © 
flames. The least 
intimidating colors are 
grass and water. Only 
12 pokémon take 
double damage from 
water and only 13 get 
nailed by grass. 


0 8 02 0 @ @ U 
Stage 1. Evolves from Nidroan. @ Supersonic: Flip @ coin. If it 


30 damage times the number of heads. 
@ Stun Spore, Does 10 damage. Fli 


Pokémon is paralyzed. «@s@ Sprout, Look 
send it to the bench. You must have an opening on your bench to use this abit, 


a coin, If it is heads, the defending 


8B Scratoh. Does 20 damage, @ Spore. Puts defending Pokénion to sleep. 


: Parasect 7 @ 8 8 @ 2 i 


Stage 1. Evolves from Paras, a Spore. 


luts the defending Pokémon to: sleep. 
BAS Slash. Does 30 damage. 


Persian 8 8 6 7 @ @ Ue 

Stage 1. Evolves from Meowth, @® Claw. Does 20 damage. Sax Bite G 
Pokémon uses its power against 
eginning of : 


Does 30 damage, When the defendin 
Persian, the damage’ is reduced by 10. 
your next turn 


his power ends at the 





Stage 2. Evolves from Pidgeotto, 8 Hit With Wings. Doas 20 damage. 





@eBS Hurricane. Does 30 damage. If the defending Pokémon is not Knocked. $ 
Out, the damage counters on that card are removed, and the Pokémon is returned = 














‘@ Fury Swipes: Flip three coins, Does 10 damage times the’ number af heads. 
@@ (all For Family, Look through your deck for one male or female Nidoran, 









H Vaporean 
is heads, the 
defending Pokémon is now Confused. @ 8% Double’ Kick, Flip two coins. Does : 


? Venonat 


idgeot 8 @ 6 0 8 @ Ri 





NAME # TYPE LEVEL HP WEAK RES  AET CR 





pearow qe. 21 5 ee (h 
* Speer. Does 10 damage, sat Parrot, Does an amount of damage equal to 
the damage this Pokémon received during your opponent's previous turn. 

auras 128 @ 3: ff @ @ we J 

@® Stamp. Does 20 damage, Flip a coin, If it is heads, add 10 damage. 

82 Rampage. Does 10 damage plus 10 times the number of damage 

counters on Tauros, Afterwards, flip 2 coln. If it is tails, Taras becomes confused, 















































134 86 4 #8 @ @ R 
Stage 1. Evolves from Eevee. 38% Quick Attack Does 10 damage. Flip a coin. If it 
is heads, add 20 damage. @@® Water Gun. Does 30 damage. if you have more 
@onergy than is necessary to use this power, add 10 damage for each extra 
energy (up to 20 extra damage). 


: Venomoth 9 @ #8 0 8&8 @ R 
rough’ your desk for one Oddish, and = 


Stage 1. Evolves from Venonat. Pokémon Power: Shift. Once during your turn, the 
color of this card can be switched with the color of any Pokemon that. you 
currently have: in play. This power can't be used if Venomoth is Asleep, Confused, 
or Paralyzed. @@ Venom Powder. Does 10 damage, Flip a coin. If it is heads, 
the defending Pokemon is Poisoned and Confused 
4 @ 2 40 @ € 
@ Stun Spore, Does 10 damage. Flip 2 coin, If it is heads, the defending 
Pokémon is paralyzed. @a Leech Life. Does 10 damage. When you damage the 
defending Pokémon, remove damage counters from Venonat equal to the amount 
of damage Venonat dealt. 
Victreebell 1 @ 2 8 @ Be R- 
Stage 2. Evolves from Weepinbell, Lure, Chose a Pokémon from opponent's 
bench, and switch it with their active Pokémon. Acid, Does 10 damage. Flip 
a coin, If it is heads, the opponent's active Pokémon is affected by Ghost Juice 
and cannot retreat during its next turn. 


Vileplume 45. .@ 35. 80 8 ee R 











to opponent's hand. All cards attached to that card are returned to the player as E Stage 2. Evolves from Gloom. Pokémon Power: Heal. Flip a coin once during your 
: tum. If it is heads, you can remove one damage counter from one Pokémon that 
o% @ 2% 6 @  ~=6C : you have in play. @@@ Dancing Petals, Flip 3 coins, Does 40 damage times the 
@@ Spark. Does 20 damage, Does 10 damage to any one of the Pokémon on z number of heads. Afterwards, Vileplume Confuses itself. 
your opponent's bench. If opponent has no Pokémon on his bench, this attack has : Weepinbell 0 @ 2B if e & 


no effect 
inser 
] 














ull-Power Pinch. Does 10 damage. Flip coin. If itis heads, the defending 
Pokémon is Paralyzed, @d@eat4® Pincher Guillotine. Does 50 damage, 


times the number of heads. @i@iv& Rampage. Does 60 damage; Fiig'a coin. if It 
{s tails, Primeape Confuses itself 


: Rapidash 3a @& 8 0 @ U 


Stage 1, Evolves from Ponyta. @8& Stamp. Does 20 damage. Flip a coin. If it is 
10 damage, #ve® High Spesd Movement. 
is heads, ths card is not affected by the powers of the opponent's 


Pokémon neat tin 







ad 









wv @ 4 ) @ a Ri 
: Wigglytuff 


rimeape 7 @ 8 0 @ @ui 
Stage 1. Evolves from Mankey: @@ Claw. Flip three coins. Catises 20 damage : 





: Poké Ball ae ee C 
es 30 damage. Flip a : 





Stage 1. Evolves from Bellsprout. «@ Poisonpowder, Doss 10 damage. Flip a cain. 
{fit is heads, defending Pokémon is Poisoned, @@ Razor Leaf. Does 30 damage. 
Oo @ % © @ @ #8 R 


Stage 1. Evolves from Jigglypuff. @8 Lullaby. Puts the defending Pokémon to 
sleep, Bx Circle Of Friends. Does 10 damage times the number of Pokémon 
that you have on your bench, 





Flip a coin. If it is heads, you ean select whichever Pokémen you like (even an 
evolved Pokémon) from your deck and add it to your hand. You must show the 
card you choose. Afterwards, shuffie y 








Paralyzed. 8 Supersonic. Flip a coin. If heads, defending Pokémon is Confused 2 Rydon 12 @ 4 1m @ a eae |: 
Mankey i oO) 2 3 Pia C= “Stage 1. Evolves from Rhyhorn. @@@ Horn Attack Does 0 damage 66@ : aE 
Pokémon Power: Peek, You can take 2 single lock at one of the following: a.card : @ Ram. Does 60 damage. Exchanga the defending Pokémon with # Pokémon on 2 


on top of either deck, 2 card from either pile. of prize cards. or a card from 
opponent's hand. Th 
cannot use this power if Mankey is Asleep, Paralyzed, or Conflised, 
Does 10 damage. 
Marowak 





thoroughly. You may not select an Evolved Pokemon. 
Meowth 2 @ 6 0 @ 
WS Pearls Before Swine. Does 10 damage. Flip a coin. If it 
card from the top of your deck and add it to your hand. 
Mr. Mime. 


reduced to 0. (Damage of 


damage times the number of damage counters on the defending Pokémon. 
g 






iewed caed is then retumed to its original location. You : 
® Soratch. : 
4 il @ 

6. @ % o-@..@ @ 4 ; Pham We iis 
Stage 1. Evolves from Cubone, @@ Boomerang. Flip 2 coins. Does 30 damage : 
times the number of heads, @@e@ Call for Friends, Select one basic Fighting : 
Pokemon from you deck and place it on your bench. Afterward, shuffle your deck 
@ @ fo i i j 

it is heads, take one ¢ Seeking Smee ae ae Sie! 


12 @ 8 0 @ BORER EE eaatay 
Pokémon Power: Mysterious Wall. Damage that Mr. Mime receives above 30 is 
30 or below is received as is.) You cannot use this £ 


power if Mr. Mima is Asteep, Paralyzed. or Confused. @8 Yoga Pose. Does 10 : 





your opponent's bench. Your opponent chooses, If opponent has no Pokémon on i 
je cannot be performed. Afterwards, Rhydon does 20 3 


his bench, an exchan 

damage to itself. 

& Lees. Flip 2 coin, If it is heads, the defending Pokémon is affected by Scawing 
and cannot use its power next turn, @Be Horn Attack. Does 80 damage 

Seyther 123 @ 6 0 ww @ R 
@ Dances With Swords. During your next turn only, this card's Slicing power is 
doubled. 288 Slicing. Does 30 damage 











Stage 1. Evolves from Goldeen. @ Hom Attack. Does 10 damage. @@& Swim 
Upstream, Dogs 30 damage, 

143. 8 #2 9 @ @ BBLS R 
Pokémon Power: Immunity, This card is not affected by Poison, Sleep, Paralysis, 
of Confusion. (If for some reason it is already affected by Poison, Steep, Paralysis, 
or Confusion, this power cannot be used,) @@a Push Down. Does 30 
damage. Flip a coin, If it is heads, the defending Pokémon is paralyzed. 


B Bee 0: 





















































4 4 C: you smell what the Mike-Man is summoning?” was one of the 
less obnoxious taunts perpetual Magic league heavyweight and 
InQuest Gamer Editor Mike Searle would spout on his way to 
making every InQuest Magic league final four. 

Something had to be done. 

That’s where the idea for a team Magic league started. We'd play team 
vs. team, and for the sake of fairness, make Mike and 1QG Games Editor Jeff 
Hannes buddy up with really lousy players. We stuck Jeff with the mailman. 
And it worked. In addition to not knowing how to play, the mailman ended 
up losing his cards, and Team Jeff had to forfeit. 

Mike was tougher to handicap. He would teach any human opponent 
how to play, so we decided to broaden our search to the animal kingdom. 
A perfect partner turned out to be Production Director Darren Sanchez's 
dog, Shadow. 

As you can see, it wasn’t enough. Mike and Shadow, otherwise known 
as “Team Beast,” still made it to the finals. Though the dog couldn't hold 
the cards properly—at all actually—he usually managed to play a Bone 
Shredder or two before losing interest and lying down on the floor. 

Their opponents in the finals were 1QG Managing Editor Tom Slizewski 
and Shadow’s master Darren, a.k.a. Team Kojak. And though it went down 
to game three of three, Mike could only watch in stunned silence as an 
unblockable Rancorized Blanchwood Treefolk finished him off with Might Of 
Oaks. “Treefolk. Now there’s something whose bark is worse than its bite,” 
Tom taunted Shadow after offing Mike. Shadow, unaware of the insult, 
made Tom scratch his head. 

“Once it was down to just us against the dog, I felt we could win,” 
Tom said after his team was declared league champions. “Playing 
a dog in Magic is a walk! Ha, ha, ha.” 


FRUSTRATION 
Mike’s many late nights 
teaching Shadow about card | 
: Z TST TEE advantage and the meta- 
DOGGONE IT! Mike’s partner in the team 6 oe . game don’t pay off. Now 
Magic league was nothin’ but a hound dog. ie : oe Shadow growls whenever 

ee 2 : . ee Mike comes near. 

























MIGHT OF OAKS 
Nuthin’ says 
“Squirrel Power” like 
this baby. 













Tom used prize 
money to join the 
Hairclub for Men. 


SHADOW 
Didn’t care about 
winning or losing, 

just hoped he'd 
draw a Bone 
Harvest. Liked to 
attack Cat 
Warriors. 





ZOMBIE 
We call him Darren. 
Resurrected after a 
freak potato explosion. 













LIFE COUNTER 
Solid metal with /@ logo, a col- 
lector’s item. Animals prefer 
these over dice 2-1. 





photo by Paul Schiraldi 
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DEAR ADVERTISERS, 


If you want to list your show or tournament, contact: 


Karen Evora 

Advertising Projects Manager 
Wizard Entertainment 

151 Wells Avenue, 

Congers NY 10920 


; PH: 914.268.3907 
(i FX: 914.268.5386 


CALIFORNIA 


JULY 30- AUG 8, SAN DIEGO 

GAMEFEST XX TWENTIETH ANNUAL GAMING EXTRAVAGANZA! 
Held under the big top in historic Old Town. $20 by July 20th 
(includes $20 coupon book, plus 10 days of gaming), $30 at the 
door. Scheduled: AD&D, Axis & Allies, BattleTech, Civilization, 
Deadlands, Diplomacy, Magic: The Gathering, Rifts, Rolemaster, 
Star Fleet Battles, Vampire and Warhammer Fantasy and 40,000! 
Demos, figure painting, trivia, plus too much more to list! Thou- 
sands in prizes! Contact: GAME TOWNE, 3954 Harney St. San 
Diego, CA 92110. Telephone: (619) 291-1666 or e-mail game- 
towne @yahoo.com. 


MICHIGAN 

SATURDAYS, BATTLE CREEK 

WARHAMMER LEAGUE AND CASUAL PLAY. B.C. Hobby, 48 South 
20th St. Every Saturday, 10 a.m.-8 p.m. We buy and sell Magic, Poké- 
mon, Star Wars, Star Trek and other CCGs. We buy all used 
Nintendo, Sega, Play Station games and decks. We buy all used RPG 
and miniature games. Bring in your items for cash or trade to B.C. 
Hobby, Battle Creek’s largest hobby source. For directions, call 
(616) 968-1487. 


NEW YORK 

WEEKLY IN JULY & AUGUST, NANUET 

WIZARD WORLD, the longest running tournament in Rockland! 1/4 
mile east of Nanuet Mall on Route 59 in the Pathmark Shopping 
Center. Magic tournaments every Friday at 6 p.m. Players vote for 
tournament type (I, Il, Draft) with prizes for the top three com- 
petitors. Sanctioned Type II tournaments on Mondays. Call for 
ARENA information. We also have a complete selection of LAR, 
Star Wars, BattleTech and Rage, with events running Saturdays 
and Sundays in our dedicated gaming area. We will demo any 
game upon request. For further information, contact John or Kierin 
@ (914) 624-2224. 
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SOUTH CAROLINA 

JULY & AUGUST, MYRTLE BEACH 

THE DUELING GROUND! 4981 Hwy 707 Myrtle Beach, SC 29575. SC’s 
premiere gaming arena! Magic: The Gathering sanctioned tourney every 
Tuesday and Friday night. Time: 7:30 p.m.; type and prizes vary. On Sat- 
urdays, we alternate tournaments between Magic, L5R, Deadlands and 
Star Wars. We offer 1,000 sq. ft. of FREE dedicated gaming tables. See 
ya on the battlefield! For details, call @ (843) 293-1406 or visit our 
website at www.duelingground.com for a complete schedule. 


VIRGINIA 

AUGUST 8, TYSONS CORNER (WASHINGTON D.C. AREA) 
CAPITAL ASSOCIATES MONTHLY COMIC, TOY, MAGIC AND NON- 
SPORT CARD SHOW. Tysons Corner Westpark Hotel, 8401 Westpark 
Dr., McLean, VA. Directions: Take exit 10 (Route 7 west) off |-495; 
1/2 mile west on Route 7; hotel is on right. For further directions, 
call @ (703) 734-2800. 90 vendor tables: 1st table @ $65, 2nd table 
@ $60, 3rd+ @ $55, $2 admission, children under 5 FREE. FREE 
parking. 10 a.m.-4 p.m. Buy, Sell, Trade: MAGIC and other gaming 
cards, Gold, Silver & new comics, independents, anime, figures, toys, 
BEANIE BABIES, posters, T-shirts, original artwork, non-sports cards, 
etc. Guests: Call. Jeffery Rocen @ (703) 912-1993. http://mem- 
bers.aol.com/comicshow, comicshow@aol.com. 


WISCONSIN 

AUGUST 5-8, IMILIWAUKEE 

GEN CON GAME FAIR ‘99. Midwest Express Center. $50 preregis- 
tration weekend badge, $55 onsite. Guests: celebrities, artists, authors, 
game designers and more. Events: national championships, demo 
games, miniatures, RPGA, roleplaying, Magic: The Gathering, TCG tour- 
naments, board games, costume contest, anime room, art show, 
auction, celebrity signings, seminars, exhibit hall and more. To request 
a free preregistration book, contact: Andon Unlimited @ 1 (800) 529- 
EXPO or e-mail us at Andon@AOL.com. Preregister online at 
www.andonunlimited.com. 
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Only the Lonely 


ating meals alone over the sink, 

doing laundry on Saturday night, 

drinking yourself senseless 
whenever “Sleepless In Seattle” is on 
cable—yes, the life of a card flopper 
can be a lonely one. And judging 
by these personals from the Dominaria 
Daily Dingus it’s no different for 
Magic cards. 





SERRA-NDIPITY 
Loyal, honest, virginal Single White Female. 
Enjoys singing hymns, fighting for God and 
building nests in high places. Seeks male 
with same interests. Will not tap on first date! 
AD# 544 





NAUGHTY BY NATURE 
Single Black Djinn. Seeking anyone or any thing 
with a pulse. I come out early and will hurt 
you. Respondents should not be opposed to 
being tied up with manabarbs. AD# 455 





1900YES: CREATURE 


Fon THe Most WAS ICA) Tie 


Share your 
DEEPEST 

fontasies with: 

Faeries 


“Spikes 
»Zombies 
*Treefolk 


ONLY 19 DUCATS A MINUTE! 
Ce BILLED DISCREETLY AS ) 


Since” 
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IN DomiNnARIA! 


SOME CALL ME... TIM 
Single Gay Blue Male seeks companion for nights 
of unbridled “pinging.” Serious applicants must 
enjoy French bread, French fries, French dressing 
and weenies. AD#211 





TOG-A PARTY 
Atog seeks Atog. Let's be honest: Who the hell can 
tell what sex we are just by looking? I promise I 
won't eat you: unless that’s what you want. Sexy 
Atogs and Auratogs only. No Necrotogs or Foratogs. 
AD# 212 


KRAKE ME UP 
Single Blue Male who rarely gets out of the library 
seeks female able to withstand huge power and Ice 
Age-like temperatures. Must not mind being groped 
on first date by numerous tentacles. AD#111111 


HORNY WARRIOR 
Recently unemployed Very Common Bovine “mas- 
cot,” seeks cow, human or hybrid vegetarian for 
extended relationship. Should not always be harp- 
ing about “going out and getting himself 


enchanted.” Must tolerate cross-dressing. AD#323 





HUNGRY HUNGRY HIPPO 
Single Blue-Green-White Male-Like Hippo-Thing with 
potential for flying and trampling seeks Wyluli Wolf 
for extended relationship and the production of junior 
hippo tokens. Must not object to bow ties, sweater 
vests or geeky friends who play CCGs. AD# 444 





THE GAY BLADE 
Legendary Single Male seeks legendary female 
landowner. The more lands you 
own, the bigger I get. Yeah 
baby! Also enjoy needle- 
point and _ big-ass 
colorful swords. AD# 6** 


LONE RANGER 
Single Green Elven Male 
seeks squirrels. Just squir- 
rels. AD#511 


MAKE LIKE 
A TREE 

Single Green Elf of noble 
birth seeks noble born mate. 
Wine making/vineyard 
experience desired. Prospec- 
tive respondents should be 
big mana spenders and enjoy 
forest walks. No single moth- 
ers. AD# 222 





FOOD FOR 
THOUGHT 
Large Pumpable Flying 
Single Red Male seeks any- 
one who doesn’t mind 
being devoured on the 
first date. Likes weenie 
roasts and clubbing at hot 

spots. AD# 655 


CRAZY 4 U 
Single Red Goblin. Big ears! Fanatical. Prone to 
violent outbursts. Explodes sometimes. AD#111 


FLOAT MY BOAT 
Self-employed Divorced Black Male. Seeks “mate” 
who longs for the sailing life aboard the Predator. 
Absolute loyalty required. Must be willing to face dan- 
gerous tempests and die on command. Women with 
scurvy and relatives of Gerrard need not write. AD#675 





QUEEN SEEKS KING 
Single Widowed Sliver seeking male sliver. Must like 
children—a lot! Prospective mates should be able to 
give kids extra abilities and enjoy “Jeopardy!” AD#577 





NOT DEAD 
Single Green Legend. Real pussy cat, currently 
residing in Rath. “Looking for someone to pick me 
up.” AD#323B 





B MINE 
Single Blue Male seeks Woman 0’ War. Must not 
return to hand when she sees me. Like fishing 
and sea food. AD#322 





LIFESAVER 
Single Red Male, Egyptian, seeks female for grow- 
ing harem. Enjoys building cities in bottles, 
American films (“Stayin’ Alive”) and wearing 
beach towels on head. AD#401 


BIFF ME! 
Single Green Efreet looking for faeries and other 
flyers to hang with. Let’s go to the forest and 
pop each other. AD#433 @ 


The \Q Gamer staff is proud to say they 
all have girlfriends. Of course they're lying, 
but they lie proudly. 





